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GREETINGS! 


Welcome to the NMS slice-and-dice, thrash-and- 

BASH, BRILLIANT REVIEW GUIDE SPESH. 

Hi THERE, YOU ROCKING GAMEHEADS. EVIL WaRIO HERE. 
No don’t be SCARED. It’S OKAY, I’M NOT GOING TO HURT 
YOU. Totally the opposite in fact. For it’s me that’s 

PUT THIS TOTALLY ACE BOOK TOGETHER FOR YOU, MY LIT¬ 
TLE PETALS. On the following 128 PAGES, you’ll find 
EVERY GAME REVIEWED IN THE PAGES OF NMS OVER THE 
LAST YEAR. Be IT A SUPER NINTENDO, NES OR GAME BOY 
GAME, YOU CAN BET YOUR CHEEKS, IT’S HERE. TOTALLY 

Nintastic! Of course, I had to put this book together 

ALL BY MYSELF, BECAUSE THAT LAZY NMS CREW COULDN’T 
BE CHUFFED. CaN I SAY CHUFFED? Of COURSE I CAN, I’M 
THE Evil Wario. Bwa-ha-ha-ha! Anyway, I’m off now 

TO NEGOTIATE SOME TRICKY PLATFORM LEVELS OR WHATEV¬ 
ER I DO. Catch you later, gamesters and don’t forget 

TO KEEP AN EYE OUT FOR THOSE HVE GOLDEN COINS. 

They’re worth a mint, you know! 


Evil Wario! 


SUPER NES 

ACTRAISER 2 

BY: ENIX 
PRICE: £44.95 
CART SIZE: 16 MEG 

PLAYERS: 1 r u , 

The sequel to the smash-hit Actraiser once again puts you in the role of a god help¬ 
ing his tribes of followers. The seven tribes of Actraiser 2 live in settlements spread 
over the face of world. The world is shown as a large scrolling map, viewed from the 
Sky Palace. Using a Mode 7 effect, you can zoom into any of the settlements and 
uncover information. At the start of the game it is even possible to do a ‘tour’ of the 
world. You will also do a ‘lap of honour’ when you have completed the game and 
set the world to rights. 

You may access any of the first six zones at will. Only the seventh, Humbleton, 
holds a mystery that is not revealed until later. The first six stages come in two dis¬ 
tinct parts. After killing the first (minor) demon, you are given directions to the loca¬ 
tion of the major demons. The Master is immortal, but if he loses all his ‘lives’ he is 
expelled from earth unto heaven 

GUS 

Actraiser 2 has been long awaited (a thing the packaging makes a lot of) and early 
pictures looked very exciting. And it is a very beautiful game, with graphics up to 
Enix’s standards. The backgrounds are almost works of art and The Master looks ter¬ 
rific in action. With the bosses also of a high standard, it’s only for some of the 
smaller sprites to let the side down. As rumoured, the strategy section of the original 
has been omitted in favour of more levels, which is a shame, as it did add atmos¬ 
phere to what is basically a platform beat ‘em up. But in compensation, this sequel is 
a lot tougher. You have the freedom to explore the first six areas, but the challenge is 
very stiff. In every aspect Actraiser 2 matches its prequel, in fact you’re getting more 
myth for your money. 

PAUL 

The original Actraiser was a great favourite of mine, I found the mixture of platform 
action and strategy a particularly enjoyable one, so I was somewhat disappointed 
when Actraiser 2 arrived. You see, the platform stages have survived intact but the 
strategy parts have completely gone. Granted, the strategy sections have been left out 
to give more space for longer and more graphically impressive levels, but their 
exclusion leaves nothing more than a pretty average platform slasher. Special men¬ 
tion should be made of the graphics, they are spectacular to say the very least, and 
some of the boss characters almost defy description. However, I did find they were a 
bit sluggish which kind of took the edge off it. All in all, I found the whole thing a 
bit of a let down when compared to the original and there are certainly more exciting 
platform beat ‘em ups around. Boo! 

SCORES 

PRESENTATION 91% 

GRAPHICS 95% 

SOUND 94% 
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PLAYABILITY 93% 

LASTABILITY 90% 

OVERALL 92% 

THE ADVENTURES OF BATMAN AND ROBIN 

BY: KONAMI 
PRICE: £59.99 
CART SIZE: 8-MEG 

PLAYERS:! , , ^ 

Batman is a superhero who has received many incarnations. Most people know the 
comical over the top sixties television series. Batman has also appeared as the Dark 
Knight, a far more serious and Gothic superhero and now we’ve got The Animated 
Series and the films that make an effort to give Batman that more serious and deep 

edge. . j o • • 

Konami’s The Adventures of Batman and Robin uses The Animated Senes as its 
starting point with Batman taking on all of those infamous arch-enemies in ten levels 
of heroic mayhem. All of the famous faces are there - the Joker, the Riddler, 
Catwoman, the Penguin etc. - as well as plenty of the Batman extras like the 
Batmobile and Batplane and loads of Bat gadgets. If Batman feels the need to take 
someone under his wing there’s always his buddy Robin and the butler Alfred ready 
to offer some warning and advice. Should his gadgets fail him. Batman always has 
his fists, feet and tremendous agility to get him out of trouble. There’s little else to 
say apart from - To the Batmobile! 

ROB-IN 

I’ve always seen Batman as the darkest of the superheroes so it’s great to see all of 
those dark characteristics preserved here. This is thanks largely to the graphics which 
are absolutely stunning, the attention to detail being meticulous, right down to 
Catwoman’s pet cat’s hair standing on end when it sets eyes on Batman! Batman and 
enemy sprites are all quite large enabling some very slick animation when they get 
involved in scraps or just run around. Two of the key factors to the game s success 
though are variety and challenge. Yes, I suppose it is a platform game but that 
doesn’t stop Batman getting into some great one-on-one beat em’ up action or dri¬ 
ving his Batmobile through a thrilling Mode 7 sequence. Ten levels might not seem 
like a great deal but they’re all quite tricky and very large, the tasks often involving 
much in the way of level exploration. Perhaps the only chance to get pedantic would 
be to say that The Adventures of Batman and Robin are only really Batman’s adven¬ 
tures, Robin making little more than cameo appearances. To be honest though, for 
anyone who starts playing this game it wouldn’t mean diddley. Batman fans can 
breathe a sigh of relief that their hero has been done justice! 

PAULMAN 

The masses of interest this game has generated since its arrival at the NMS office is 
testament to its excellence. Warner Bros’ chilling characterisation of the hero is 
superbly conveyed both in look and action, plus the music of the television series is 
magnificently reproduced on the Super NES. Sometimes it the game isn’t quite fair; 
requiring players to predict a few terrible disasters, but, by and large, there is nothing 
to criticise this license for at all. Though this is basically a platform game it requires 
more from the player than simply running and jumping the central character through 
familiar territory. Each new level presents an entirely different approach and chal- 
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lenge with the large inventory of tools at Batman’s disposal all made good use of. 
Their selection from the menu at the start of each level is entirely hassle free too. All 
the villains featured demonstrate unique methods of attack, with the difficulty they 
present pitched just right - they’re tricky but never frustrating. It’s also great to 
encounter lesser villains who are much more than the typical stand and fire stooges 
met in most other action/ platform games. It’s doubtful Konami are planing a sequel 
to this, which is just as well because it’s tough to see how things could improve. This 
has everything. 

SCORES 
GRAPHICS 94% 

SOUND 94% 

PLAYABILITY 91% 

LASTABILITY 90% 

OVERALL 92% 

ALCAHEST 

BY: SQUARESOFT 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

What is it with this pants thing?! How these guys think anyone can take them seri¬ 
ously when they’re proudly sporting underwear your grandad would laugh at, is 
beyond me. Our hero in Alcahest, afflicted since birth with this taste leprosy, has set 
out on a mission to save the warrior tradition from impending fashion disaster. 
Despite getting laughed at everywhere he goes, he remains unperturbed, and it isn’t 
long before he finds people who share his pain, and vow to join him on his quest for 
dress sense. 

In Alcahest, our hero gets the opportunity to team up with a variety of tough nuts as 
he goes from platform to platform, sword swiping foes, cracking open treasure 
chests and picking up handy items. His partner, devoted to the quest, follows him 
everywhere, contributing whatever skills they might have to the cause. There are 
eight stages to tackle in all, and the nature of the game means that each stage must be 
searched thoroughly. Providing all goes well, warriors across the globe - freed at last 
from their fashion curse - can hang up their pants, get fitted out and take proudly to 
the Paris catwalks. 

ROB 

If you strip away all of the extras, Alcahest is basically a by-the-book slash em’ up. 
The idea of teaming up with a guardian works well in providing an extra dimension 
to the gameplay, and the handy items that you can collect along the way gives 
Alcahest a refreshing touch of RPG-style action, encouraging you to explore stages 
completely. The graphics, while not the best the Super NES has to offer, are diverse 
and foil of atmosphere, and the animation is smooth and fault free. Alcahest also 
succeeds in providing a decent level of challenge, so long as you play it on a tougher 
difficulty setting. What lets Alcahest down though is that, despite containing some 
diverse action it still gets very repetitive and boring. You do find yourself going 
through the same motions again and again, and, unfortunately, this is something 
which condemns it to mediocrity. 
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GARY 

Discovering that Alcahest was not a role playing game but a hack ‘n’ slash affair 
took me initially by surprise. The surprise turned quickly to disappointment, howev¬ 
er, because underneath the excellent presentation and detailed graphics lurks the sort 
of predictable and repetitive gameplay that really bores the pants off me. On top of 
this, Alcahest is a very easy game to finish. It took only a couple of hours to com¬ 
plete the game and with no desire to repeat the experience can only serve to relegate 
Alcahest to the gaming pits of hell. Begone foul cart, begone! 

SCORES 

PRESENTATION 85 % 

GRAPHICS 84% 

SOUND 80% 

PLAYABILITY 78 % 

LASTABILITY 76% 

OVERALL 79% 

ALL-AMERICAN CHAMPIONSHIP FOOTBALL 

BY: MALIBU INTERACTIVE 
PRICE: £39.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

This football simulation certainly is as “all-American” as the title implies. There’s no 
spheroid item to boot around a pitch. There are no totally disgusting/ inane chants to 
learn (like “one-nil to the arser-nal!” to the tune of Go West by the Pet Shop Boys). 
This is because the game is based on American Football, which is sort of like rugby - 
only the players wear a lot of armour and the rules are a bit different. 

Yes, even though the game is known as football, you carry the ball (which isn’t real¬ 
ly a ball) about for the most part (so, no indignant cries of “Handball!” in this one). 
Indeed, you only kick it if things are going really badly, by the look of it. The basic 
aim is as follows. If you’re in defence, your aim is to stop the offensive team from 
reaching your goal. If you’re in “possession”, it’s your job to carry the ball forward. 
You have four “downs” or tries to get the ball ten yards further up the pitch. If you 
succeed, four more “downs” are yours. If you fail, the opposing team get possession. 
Score touchdowns in order to get points. Easy, yes? 

So there you go. But is this latest translation of the sport onto your trusty Super NES 
any good? 

RICH 

I can’t say I’m the biggest fan of American Football games. They bore me. In fact. 
I’d rather listen to the Culture Beat album than play one of these “sims” for an hour 
(and I would too). However, despite this aversion, All-American Championship 
Football isn’t really too bad at all. Even though the scrolling is unforgivably jerky 
(this is a Super NES, not a Spectrum), the action is fast, the players well-animated 
and the sport reasonably represented. Although not as good as Madden ‘94, this is 
still worth a look. 

GEORGE 

It took me a fair old while to convince Rich that this American Football game is 
worth a look. The graphics, although small, are drawn pretty well and the sound isn’t 


5 


bad either. The crowd is fairly convincing - although the effects sound exactly like 
John Madden ‘93 on the Megadrive. All-American Championship Football plays 
well too, although it’s not anywhere near as comprehensive or enjoyable as John 
Madden ‘94. Try it if you found Madden ‘94 too strategic for your liking - this con¬ 
centrates far more on the action. 

SCORES 

PRESENTATION 61% 

GRAPHICS 75% 

SOUND 70% 

PLAYABILITY 85% 

LASTABILITY 70% 

OVERALL 79% 

ALADDIN 

BY: CAPCOM 
PRICE: £45 
CART SIZE: 10 MEG 
PLAYERS: 1 

Capcom’s Super NES interpretation of Aladdin is not surprisingly, if a little disap¬ 
pointingly, a platform game. Capcom are more than adept in this area, proving their 
worth with titles such as Super Ghouls and Ghosts and Mickey’s Magical Quest. It s 
an overcrowded market-place for sure - perhaps more so than that of Aladdin’s home 
in Agrabah! So join us as we discern whether or not Capcom’s Aladdin is indeed the 
diamond in the rough that its namesake suggests. 

GENIAL GENIE 

The charismatic genie of the movie makes guest appearances in the game too. His 
beguiling features beam from every comer within the magic lamp where the big blue 
guy offers magical benefits when need be - at one stage Aladdin s progress is fur¬ 
thered when the genie conjures a stairway of bizarre platforms. 

Should Aladdin discover and capture a magic scarab - a golden beetle-shaped trinket 
- he is transported to the genie’S i wheel of fortune game. Taken here at the end of the 
level Aladdin has the opportunity of gaining extra lives, credits or a heart container. 
He gets only one chance at spinning the wheel however, regardless of his wishes for 
more. Miserable genie! i 

PAUL i 

It’s hard to imagine the Super NES handling better images than those displayed by 
this Disney/ Capcom collaboration! In so far as standard character and backdrop 
design goes - ie shunning the extensive use of Mode 7 or any other specialist assis¬ 
tance - this is the most accomplished product seen on the Super NES since Super 
Ghouls and Ghosts and Castlevania IV. It’s great to see Abu the monkey trailing 
behind Aladdin throughout the early stages of the game and especially so because he 
moves so wonderfully. This and other such perfectionist traits are the mark of the 
Capcom artists, proving once again that they can deliver the most incredible visuals 
known to the video-game scene. Though tasks befalling Aladdin remain pretty much 
the same throughout the game a players attention is kept constantly involved with 
the action as Aladdin’s feet barely touch the ground from start to finish of his adven¬ 
ture. Control over him is very precise and the stunts he performs are often quite 
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breathtaking. Just like the movie Super NES Aladdin is a graphic marvel and an 
overwhelming exjjerience - while it lasts. Yes, the road to the defeat of the evil Jafar 
is a short one but for once the sacrifice of long-term challenge over immediate 
impact is forgivable. 

SCORES 

PRESENTATION 90% 

GRAPHICS 94% 

SOUND 91% 

PLAYABILITY 88% 

LASTABILITY 71% 

OVERALL 83% 

ALFRED CHICKEN 

BY; MINDSCAPE 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS:! 

Aifie, do you remember me? So sang sang the Sledge Sisters. Well, Alfie certainly 
remembers me, oh yes. I’m Greg Chicken, Alfred’s best mate from school. I w^ 
with him when that talent scout from the agency spotted him and offered him his 
own Game Boy game. Of course. Game Boy titles are small stuff, I mean, if 
Hammering Harry can do it, anyone can do it, right? But Alfie was always special, 
and Game Boy lead to NES, and now all the way to the major league on the Super 
NES. 

Alfred’s abilities are pretty much unchanged in his new outing. He can still jump 
very high. Keep on pressing the jump button in the air and he’ll flap his wings to 
slow his descent. Pull down whilst falling to go into a deadly beak dive, the only 
way to kill you enemies. And of course, pulling down whilst standing has Alfred 
peck at the ground, the only way of releasing those balloons. Mr Peckles is still 
around, hiding in almost every level, but you no longer need to find him to get your 
claws on the coveted pellet-shooting ability. Simply grab any jam jar and birdseed¬ 
firing capabilities are yours until you decide to continue. Despite being very bouncy 
and prone to ricocheting off the floor, this missile attack is highly useful. 

RAD 

I must admit that Alfred Chicken is one of my favourite Game Boy games, but I 
wasn’t too sure how he’d translate to the Super NES. To my pleasant surprise, 
Mindscape have done a brilliant job. The backgrounds are far more varied and 
detailed, the graphics are pin-sharp and the use of colour is exceptional. Instead of 
converting the existing game design. Super NES Alfred has a whole new layout, and 
it’s absolutely huge! There are more levels here than you would believe, and as they 
start getting tricky after about stage five it should take ages to beat the game. Alfred 
certainly isn’t for everyone, thanks to it’s more puzzly bias, although the platform 
action is tricky enough. But if you think you can handle a bit of cerebral stimulation 
in with your reflexology, Alfred Chicken is a game you should seriously have a look 
at. 

ANDY 

Alfred Chicken might not be the most original game around but it is certainly one of 
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the more enjoyable. Every aspect of the 8-bit Alfie games has been ported over and 
given just the right amount of Super NES treatment. Similarly, the challenge has 
been upped too, but not so much that it gets frustrating - if Alfie buys it, it’s due to 
your ineptness and not unseen death pits teeming with baddies. In fact, I have rarely 
taken to a game as quickly as this, but I do, however, have a couple of gripes. Firstly, 
despite the size of the game, some of the levels look a bit samey - level six, for 
instance, looks like a speeded up version of level one. Secondly, the price - £49.99 
anyone? Still, that’s more to do with Nintendo’s pricing policy. But what you do get 
is a classic platformer with an all-new challenge that’s huge enough to justify the 
price tag. Well almost, but you’d be clucking mad not to give this a look. 

SCORES 

PRESENTATION 89% 

GRAPHICS 81%, 

SOUND 82% 

PLAYABILITY 92% 

LASTABILITY 93% 

OVERALL 91% 

ASTRO GO! GO! 

BY; MELDAC 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

In Astro Go! Go! players get to choose from five vehicles. The performance vanes 
according to acceleration, handling, weight, braking and top speed. Deciding on a 
car depends on your experience with the courses. Obviously speed is the key, but 
those less familiar with the terrain should look to the vehicles’ handling and acceler¬ 
ation 

In Astro Go! Go! race courses are far from straight forward. Drivers have got to be 
on the look out for ramps, pinball style barriers, go-faster arrows and huge gaps that 
they risk falling down. On certain courses there are special conditions to be aware of. 
On the Air Station course for example, giant fans cause the vehicle to float and 
they’ve got to used to your advantage in order to scale barriers or avoid falling into 
space. On the Icebaby Planet course it’s all about control, trying to handle your vehi¬ 
cle as it slips and slides everywhere. 

ROB 

A look at the screen shots will well you just how good the graphics are on this game. 
No detail has been spared as far as the race courses are concerned. There is so much 
colour that at times it is all a bit too much for your eyes to handle. Things are made 
even more hectic by the speed of the game, and some of the unique touches like the 
pinball barriers or the huge fans on the ‘Air Station’ course heighten the sense of 
chaos. But while novices will find all of the excitement and challenge they could 
hope for in this game, familiarity starts to breed contempt. Almost any mistake you 
make can lead to disaster, throwing you from clear first into fifth, and while this 
inspires a greater dedication to perfection it remains intensely frustrating. What has 
to be Astro Go! Go!’s undoing though is failing to have a two-player mode. Beneath 
all the glitz and hippy-style presentation, this is a racing game, and not being able to 
challenge a friend seriously limits its scope. At the end of the day Astro Go! Go!, 
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while a good racing game, lacks the lasting appeal to make it deserving of high 
praise. 

PAUL 

Powering up Astro Go! Go! is guaranteed to attract lots of attention. Being incredi¬ 
ble to see and hear it is impossible to ignore. Yet the real unforgettable experience is 
commanding any one of the psyche-chariots! Astro is about as straight laced as 
Spaghetti Junction, with ‘expect the unexpected’ being the general highway code. 
It’s enormous fun and interaction between the drivers as they jostle for position is a 
cool feature. Most outstanding of all is how the cars are affected by the wild obsta¬ 
cles littering the various circuits. While it’s plainly obvious that Astro looks like no 
other racing game it plays like none other too. Regretfully Astro’s colours are 
dimmed by its lack of a two-player option. Psyche-shame or what! 

SCORES 

PRESENTATION 78% 

GRAPHICS 89% 

SOUND 88% 

PLAYABILITY 80 % 

LASTABILITY 78% 

OVERALL 80% 

BARKLEY: SHUT UP AND JAM! 

BY:ACCOLADE 
PRICE: £34.95 
CART SIZE: 16 MEG 
PLAYERS 1-4 

Street basketball? Poppycock! We ‘ad no such thing when I were a lad. We ‘ad nowt 
but a rusty old dog wi’t bottom tore out as a basket and a second-hand sticking plas¬ 
ter as a ball. We ‘ad none of them fancy bumper boots neither - we used old bog 
paper and wrapped it ‘round our blistering feet - if we were lucky! And to cap all 
that, we ‘ad to play down’t pit - in the dark - on our knees. We were poor in them 
days, but by golly we were, well, pretty miserable actually. 

Eeh, Kids these days don’t know they’re bom - take that Charles Barkley, he thinks 
he’s tough with ‘is brand new two-on-two game from Accolade. Pah! That’s not 
what I call street basketball. What a softy. Hang on there’s someone at the door. Oh 
hello Charles, er homey mate. What? No I was talking about a completely different 
Charles Barkley. What does dissing mean. Hah haha. Hey where are you planning to 
put that big basketball. No, come on now, it was just a Joke, honest. Hey, let’s talk 
about this! Aaarrgh! 

ANDY 

If this game was released six months ago I probably would have had lots of nicer 
things to say about it - sadly this is not the case. But this is not to say that it’s a bad 
game. The graphics are larger and the play is well speedy with all the necessary 
turbo bits and signature shots. It’s a lot rougher too making for a good no-holds- 
barred dirty match anytime. It even has a four-player option which is high recom¬ 
mendation for any game. But in almost every other area it falls well short of the 
greatness of its rival. As good as it is, I can see little reason to buy this with NBA 
Jam out there doing the same kind of business and better. Shame. 
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PAUL 

Even without the towering prowess of NBA Jam casting its shadow, Charles Barkley 
is ill represented by this game. Even a four-player option doesn’t warrant an invita¬ 
tion to a Jam that is so lacking in pizzazz. There is little to criticise the visuals for - 
more variation is seen than any other Basketball game on the market. Neither are the 
sound-effects poor - there are easily enough examples of sampled speech to match 
NBA Jam. The element that has Barkley tripping over his high-tops is the sheer lack 
of opportunity for skill or style. Stealing the ball from players is seems like an 
almost random occurrence and scoring three-pointers is, on the whole, incredibly 
easy. Dunks are unspectacular: No smashing of back-boards or trails of flame from a 
ball on fire. Similarly half-time is a non-event and emerging victorious from a Jam is 
a big anti-climax. It’s also very frustrating to find progression through the tourna¬ 
ment mode hindered by passwords that require entering before each successive Jam. 
A poor man’s NBA Jam. 

SCORES 

PRESENTATION 65% 

GRAPHICS78% 

SOUND 80% 

PLAYABILITY 73% 

LASTABILITY 70% 

OVERALL 74% 

BATTLETOADS DOUBLE DRAGON 

BY: TRADEWEST 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS: 2 

Rash, Zitz and Pimple - alias the ‘Battletoads.’ have combined forces with the 
Dragon twins to become ‘The Ultimate Team’ - but only with the aid of one or two 
players, willing to undertake the responsibility of the world alongside them. 
Battletoads Double Dragon is possibly the hardest hitting, two-player beat ’em up 
ever written. 

It’s worth considering that both Battletoads and Dragons represent completely differ¬ 
ent fighting schools, though each one of them fights dirty! Early on in the mission, 
members of the Ultimate Team straddle bizarre jet-skis. For the player this calls 
upon a quick test of reflexes as obstacles materialise in front of the riders with only a 
split-second of warning. A while later enemy riders scoot into view, trying to kick 
the team off their steeds. 

PAUL 

Whereas the first Battletoads game is impressive but clumsy and the most recent 
Japanese Double Dragon release is better left overseas, this partnership is a match ^ 
made in beat ’em up heaven. Okay so the sprites are small and the overall look isn’t 
so far removed from the NES version but IT DOESN’T MATTER! The Ultimate 
Team really live up to their name and every confrontation is packed with humorous 
visuals and sound effects. This is cartoon violence at its most outrageous and best! 
Winning isn’t easy either, however many moves the Dragons and ’toads might pos¬ 
sess between them. Sharp reflexes and good timing are both necessary when mixing 
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it with the evil forces. Players need to blow the dust off their long-forgotten beat ’em 
up tactics books to succeed in this game. Battletoads Double Dragon is far from 
being the most advanced Super NES title in the world but what it does it does almost 
perfectly. It’s great. 

ANDY 

As Paul will tell you, I hated this game for the first few minutes. The characters 
seemed to be too slow to respond and got their asses kicked with too much ease. The 
first couple of levels hardly captured the imagination either. But I persevered, and 
I’m glad I did because I was reminded just what the fuss surrounding the Battletoads 
was all about. Their moves are cool - providing you can do them in time and there’s 
a real diversity in game styles. It’s all very challenging too. I must gripe about the 
poxy graphics, though, especially in light of the great graphics in the Battlemaniacs 
game - these look little better than the NES. All that aside, it gets better as it goes 
along and, crap graphics or not, players should give it a look - it was programmed by 
Donkey Kongers, Rare, so it can’t be all bad!! 

SCORES 

PRESENTATION 90% 

GRAPHICS 81% 

SOUND 78% 

PLAYABILITY 83% 

LASTABILITY 81% 

OVERALL 82% 

BOXING LEGENDS OF THE RING 

BY: ELECTRO BRAIN 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Just as the title implies, this game allows you to play off the greatest boxers from 
different fighting eras. Just how would Leonard have fared against Hagler? Now is 
your chance to find out. Boxing Legends of the Ring includes a legends tournament, 
where all of the celeb sparrers fight each other in order to get their hands on the most 
prestigious boxing title ever. 

RICH 

If you aren’t really into boxing, there’s little point buying Boxing Legends of the 
Ring. Although it’s competently programmed, there’s just no real excitement to the 
game. The graphics may be large, but you can’t see enough of your opponent to 
know when or where to attack. The result? A veiy frustrating experience. This may 
appeal to boxing fans, but although the presentation is good, I really had no urge to 
play it once I’d finished my first go. 

GARY 

I like nothing better than a decent multi-player beat ‘em up - it gives me the chance 
to be better than Graham Mangion at yet another combat title. Unfortunately, I can’t 
really see this game as being the basis of many challenges. The game is pretty 
enough, although the shading on the boxers is a bit strange. The thing is, it’s the 
graphics that effect the playability. I’m sure I’d master this game a lot more quickly 
if I could see what I’m doing half the time! This isn’t a bad boxing simulation, but as 
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an actual game I’m not sure if it cuts the mustard. 


SCORES 

PRESENTATION 80% 

GRAPHICS 73% 

SOUND 72% 

PLAYABILITY 70% 

LASTABILITY68% 

OVERALL 69% 

BUBSYII 

BY; ACCOLADE 
PRICE: £44.99 
CART SIZE: 16 MEG 

PLAYERS: 1-2 . , . u 

Let’s just take a minute to think about something - Nintendo characters never have 
their own children! Well they don’t, it wouldn’t do for the innocent Nintendo owner¬ 
ship to think about things like Princess Daisy and Mario... well... err... Ahem, any¬ 
way there is a point to all this and it is that the plot of Bubsy II sees our feline hero 
going in search of two lost kids who, coincidentally, are his niece and nephew and 
not his own offspring. Honestly! We’re all mature and know exactly how babies are 
made - the Stork leaves them under a cabbage leaf at the bottom of the garden for 
mummies and daddies to find. 

Right, back to the story - Bubsy has taken his sister’s kids off to the Amazatonum - 
an incredible reality museum where the exhibits are so real it’s hard to believe 
they’re simulated - which, in fact, they’re not! You see, the evil Oinker P Spamm 
has, at the centre of the Amazatorium, the W.O.M.P.U.M machine, invented by his 
sidekick Virgil Reality (Geddit!), and it’s stealing all the world’s history. Which is 
nearly as desperate a situation as the fact that Bubsy’s niece and nephew are lost in 
the wicked contraption. Oh quelle damage! Anyway, rescue his rascally relatives he 
must, so off he scampers across a series of themed locations stopping only to cough 
up the occasional furball and lick himself in that disgusting way cats do. Probably... 


I was never much sold on Bubsy as either a personality or a pme but I was quite 
pleased by this game. It seems Accolade have listened to their critics and Bubsy II 
has a whole list of improvements to tempt players. The game is now bigger and more 
challenging without being Joypad-crushingly annoying thanks to Bubsy s increased 
life expectancy of three hits instead of one. There’s a couple of two-player options 
too with players having the choice of competition or co-operation, which is always a 
bonus in any game and there is a nice variety in game-styles with Bubsy taking to 
the skies one minute and donning a diving helmet the next. Sounds great, eh? Well, 
not quite - all these enhancements do is make a fairly average game that is most 
notable for being better than the last one. Not bad, but Bubsy II is unlikely to set 
your world on fire. 

SCORES 

PRESENTATION: 78% 

GRAPHICS; 81% 

SOUND: 84% 
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PLAYABILITY: 85% 

LASTABILITY: 84% 

OVERALL: 82% 

DESERT FIGHTER 

BY: SYSTEM 3 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Desert Fighter is an isometric-3D fashion in which you have to fly your jet through 
enemy terrain and knock out radar installations, airfields, SCUD missile launchers, 
oil pumping stations, that sort of stuff - and they’re all guarded by roving T-80 tanks 
and SAM launchers and MiG 29s which are looking out for you. Knocking these out 
is a simple case of lining up your bomb/ missile sight on them and launching. 
Missiles and bombs are in short supply though, so it’s best to use your cannon on the 
soft targets such as tanks and soldiers. 

PAUL 

I didn’t go for this at first - all those little icons and involved information screens 
make this look like a massively complicated simulation when in fact it’s a reason¬ 
ably simple shoot ‘em up. Not that it’s a bad game, mind - it’s just that you’re best 
off reading the instruction booklet before you start playing. Desert Fighter is actually 
really good stuff, and as you might have guessed already, it plays very like Desert 
Strike, but with enough of a difference to make it worthwhile. There’s a bit less strat¬ 
egy and variety, but the action is fast, you get a good feeling of control, and you do 
have to think about the way you play each mission, saving your missiles for the right 
targets so that you don’t have to keep restocking at base and then run out of time. 

The graphics are good, small, but very detailed and the animation is fine, though I 
was surprised that there were no night mission graphics, especially as some of them 
are meant to be set at 3 AM. Overall, though. Desert Fighter is definitely one of the 
more appealing Super NES shoot ‘em ups I’ve seen recently. 

SCORES 

PRESENTATION 80% 

GRAPHICS 89% 

SOUND 83% 

PLAYABILITY 89% 

LASTABILITY 88% 

OVERALL 89% 

DONKEY KONG COUNTRY 

BY: NINTENDO 
PRICE: £59.99 
CART SIZE: 32 MEG 
PLAYERS: 1-2 

Donkey Kong Country is officially opened to the public in December, and with it are 
new possibilities for the future of the Super NES. Programming team Rare, who 
injected fresh life into the ZX Spectrum over ten years ago, have taken Nintendo’s 
near exhausted 16-Bit hardware and performed a new kind of technological magic. 
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PAUL 

Above anything else it is necessary to point out that you must own Donkey Kong 
Country. It transforms the Super NES into a new machine and is worth twice the 
asking price for that much alone. Of course it is equally important to look beyond the 
smart appearance, and beneath it all there is found a quality platform game. Though 
you won’t find anything too original, what is offered is a perfectly paced, immacu¬ 
lately designed foundation for Donkey and Diddy to have fun - Kremlings aside. 
Dedicated fans of the Mario series won’t find the same depth of gameplay in Donkey 
Kong Country; the apes aren’t capable of half the Mario catalogue of skills. Yet this 
isn’t what the game sets out to achieve. Instead there’s just the overwhelming expen- 
ence of controlling impossibly detailed characters above, beneath and through an 
intricately designed world. The enemies are a little too dumb and greater fr^dom 
would have been appreciated, especially from a Nintendo title, but Donkey Kong 
Country is a gem. 


Donkey Kong Country has finally arrived on a tidal wave of hype so large that it has 
threatened to engulf the gaming world as we know it, so does it live up to all its 
expectations? Naturally it is the graphics that make the biggest impressions - much 
has been made of their SGI origins and, with even the most cursory of glances, it s 
blindingly obvious to understand why - the backgrounds are deep and luscious, the 
characters are brilliantly rendered in splenderous 3-D with ultra-smooth animation to 
match, and some of the effects are so subtle you might miss them first time around - 
witness the lighting in the mine levels. The sound too is similarly stunning with 
tunes ranging from the laughably cheesy to the chillingly atmospheric, leading you 
to the conclusion that there must be a special SGI Music machine at work here too! 
However, cynics would say that all this is fancy icing too hide a fairly standard plat¬ 
form affair. It’s certainly true that DK doesn’t have as many in-game abilities as 
Mario and it’s not exactly ground-breaking in terms of originality, but the game suf¬ 
fers none for it as DK and co are fun and easy to control with a broad variety m 
gameplay, bags of highly-polished challenge and a huge stash of secrets and bonuses 
to keep you returning long after you’ve finished it. To say the game is large would 
be something of an understatement too - we found less than 50% of it despite days of 
play. In short this game is simply fab and has its emphasis squarely on fun. The 
absolute must-buy for ALL Super NES owners this year - and the next one, and the 
one after that... Look, just buy it, ok! 

SCORES 
GRAPHICS 97% 

SOUND 97% 

PLAYABILITY 91% 

LASTABILITY 94% 

OVERALL 97% 

DRAGON 

BY: VIRGIN 
PRICE: £49.99 
CART SIZE: 16 MEG 
PLAYERS: 1-3 

Bruce Lee eh? What a card. Synonymous with making strange animal-like noises (a 
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lot like our very own George Mangion) while kicking the seven shades of shinola 
out of a variety of bad guys. Bruce is one of those seventies “icons” - as popular now 
as ever he was. Even though he’s dead. Not bad eh? 

Any road up, last year the film Dragon: The Bruce Lee story was unleashed onto a 
not-so-unsuspecting public. Although it wasn’t exactly the Jurassic Park of 1993 
box-office hit it didn’t do badly at all, so Virgin Interactive Entertainment did well to 
step in and pick up the gaming license. 

As you can probably imagine the game’s a beat ’em up, with the player in control 
of the eponymous Mr Lee. As usual, it’s a case of wearing down your enemies’ 
energy bars before they do the same to you. However Dragon adds a new dimension 
to the genre by having two opponents on-screen at once - something not seen since 
the arrival of IK+ on the C64 many moons ago. The game also provides THREE- 
PLAYER ACTION by using the Super NES Multi-Tap! Great stuff indeed. 

So, step into your ninja slippers and prepare to adopt the Way of the Intercepting 
Fist! 

RICH 

I’m well into the occasional beat ‘em up session, and I must say that Dragon is one 
of the best games of the type I’ve played for ages - mainly because it’s so different 
to play than anything else out now. Although there isn’t a lot in the way of special 
moves, that’s no bad things - it makes you use the ones you’ve got more effectively 
- and there’s plenty of combo potential as well, which always helps. What I like 
most about Dragon is that the one/two/three-player games are all totally different 
experiences - the three-player mode Just being total carnage! The computer oppo¬ 
nents also offer a decent challenge, having loads more in the way of smarts than 
Streetfighter’s CPU foes. Overall, a smashing combat game and one that comes 
highly recommended. 

PAUL 

Not only does Dragon demonstrate how a film license is best used, it is a fine trib¬ 
ute to Bruce Lee himself. It is a no nonsense, gritty fighter with elements from 
many of the greatest beat ‘em ups - from IK+ through Final Fight and Street Fighter 
II - pieced together like some killer combo, and it works! Having three independent 
fighters competing at the same time is an impressive achievement especially as 
everything is considered to eliminate any confusion. On the surface the game bor¬ 
ders on the typical, as the one-player bouts become quite predictable after a time - 
this isn’t in the same league as Turbo, Tournament Fighters or Fatal Fury Special 
unfortunately. However Dragon excels in areas the competition don’t even attempt: 

It is the only three-player beat ’em up available on console, so it’s original; the Chi 
meter allows players to choose how their fighter performs in certain situations, 
which adds a lot of depth and adaptability, ensuring the game can survive the test of 
time better than most. Dragon is not just another beat ’em up - it is an excellent 
game in its own right. 

PRESENTATION 84% 

GRAPHICS 92% 

SOUND 88% 

PLAYABILITY 90% 

LASTABILITY 85% 
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OVERALL 88 % 


FATAL FURY II 

BY: TAKARA 
PRICE: £44.95 
CART SIZE:'20 MEG 
PLAYERS: 1-2 

Wolfgang Krauser, once a lowly church steward, has taken to pumping iron and 
practising martial arts to better defend his faith. Now woe betide anyone who does 
not adhere to his beliefs! You see Krauser is becoming ever so obsessed with his 
new fitness regime, refusing to let anyone darken his treasured chapel unless they are 
worthy enough to beat him in unarmed combat. Luckily news of this madness has 
already reached the cauliflower ears of lone wolves: Joe Higashi, Andy Boga^ and 
Terry Bogard - three of the greatest martial artists the world has ever known. Cermin 
that Krauser is taking things too far they are now determined to set him back on the 
straight and narrow. 

Fatal Fury II stands as Takara’s second attempt at justifying this popular SNK series 
on the Super NES. Control over the Lone Wolves is handed over to one or two play¬ 
ers who may also lead a further six outstanding martial artists toward a rendezvous 
with Wolfgang Krauser. Obviously the game is another challenger for the coveted 
beat ’em up crown. However the game is by no means a false pretender; pulls no 
punches and leaps from its comer fighting - hard! 


Though the Super NES is fast becoming overcrowded with super-human wamor 
types there is room for another twelve of this dynamic standard. Takara have vindi¬ 
cated themselves totally with this - a far superior sequel to their rather tawdry trans¬ 
lation of the original Fatal Fury. Whilst lacking the visual impact of the SNK com¬ 
op this conversion defends itself well with precision gameplay and even throws a 
few surprise punches into the bargain. These are presented in the form of a knockout 
tournament (‘Battle Royal’) and vs (‘Street Fight’) option, both of which extend the 
cart’s lasting appeal beyond that of the standard Champion Battle game. Don’t forget 
this is a compact 20 Meg alternative to a monstrous, not to mention expensive, 160+ 
Meg PCB/ Neo Geo product. So when it is discovered that the gameplay is slightly 
improved with the aid of more opportunity for combos, there’s much cause for 
excitement! Yes the presentation lacks lustre with room for improvement to both 
visual and sonic appeal, but this is still one of the best beat ’em ups available. 

SCORES 

PRESENTATION 81% 

GRAPHICS 84% 

SOUND 78% 

PLAYABILITY 87% 

LASTABILITY 85% 

OVERALL 85% 

CHOPLIFTER III 

BY: OCEAN 
PRICE: £39.99 
CART SIZE: 4 MEG. 
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PLAYERS: 1 

Some people have a terrible fear of the London Underground. Not because it pro¬ 
vides a poor service, nor is it the fault of those tiny rats sometimes seen scampering 
over platforms. No, the reason why many human beings live in mortal dread of the 
Underground is because of all the terrorist organisations that reputedly arise from 
there. Now the latest underground organisation - the New World League - is plan¬ 
ning to take over the world and it is your job to stop them. 

Of course there is no hard and fast method involved when saving the world, though 
the assistance of an almighty chopper helps. And we’re not talking about the con¬ 
tents of your mother’s cutlery drawer here either. Players of Choplifter III become 
the pilots of an AH 90 COMANCHE helicopter - the prototype of the most advanced 
‘chopper’ in the world! 

Now it appears the NWL is entirely serious about its bid for world supremacy and 
have recently taken hostages from around the globe and shut them up in prisons. 
Only by flying the AH 90 into enemy territory and rescuing these prisoners, being 
sure to eliminate all enemy forces and artillery in the process, can the world’s super 
powers minds be put at rest. Until the next underground rears its ugly head at least! 

PAUL 

Despite its old-fashioned appearance Choplifter III flies high above many many 
Super NES titles because of its sheer addictive qualities. Usually when the word 
‘addictive’ is mentioned it is often read as ‘basic’ but this is not not the case here. 
Players enjoy a very high level of control over the A 90, which is an absolute neces¬ 
sity when performing the monstrous tasks set before it. Obviously the sprites are tiny 
but this doesn’t affect the high degree of detail used in their presentation. This minia¬ 
turisation of everything also serves to provide the game’s bosses with maximum 
impact when they appear, because they’re pretty huge to begin with anyway! There’s 
definitely a big scare appeal to Choplifter III in that the nerves are tested quite 
severely for the duration. It is impossible for anyone playing this game not to squirm 
in their seat as enemy fire litters the screen, expertly marking the copter, with only 
one last hostage to save! It’s a nightmare! ‘Room for improvement’ is a phrase that 
springs to mind, but even so this is the third in a series that with an almost unbeat¬ 
able formula to its credit and certainly a title worth picking up for the Super NES, 
against all odds. 

SCORES 

PRESENTATION 67% 

GRAPHICS 81% 

SOUND 78% 

PLAYABILITY 85% 

LASTABILITY 80% 

OVERALL 82% 

DROP ZONE 

BY: ARCHER MACLEAN 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Drop Zone has made an appearance on both the NES and Game Boy, although its 
original home was the C64 way back in 1986 and it’s got that unmistakable home 
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computer style to it. It uses a two-way horizontally-scrolling “wrap around” land¬ 
scape which means essentially that if a player keeps moving in one direction he’ll 
eventually end up where he started. Placing the emphasis on scoring points more 
than anything. Drop Zone has loads of levels getting gradually more difficulty as a 
player becomes more accomplished. So don that striped shirt, hitch up those red 
braces, slick back that hair and get retroactive! 


ROB . . , 

As YOU might expect, what is primarily attractive about Drop Zone is its nostalgic 
quality returning to the good old days when all that was demanded of a game was a 
simple task, plenty of colour and action and leaving the rest to your imagination 
This seems to be typified by the sound which realistically assimilates those o d stati¬ 
cally charged explosions. To like a game simply because if s old though would be 
stupid. What makes Drop Zone a title worth having is the fact that it does have a cer¬ 
tain style that seems to have become very rare these days. It is very simple but it s 
this fact, and the emphasis it puts on getting high scores that gives it an enjoyable 
and addictive quality. Retro certainly. Fun definitely. 


SCORES 

PRESENTATION 78 % 

GRAPHICS 76% 

SOUND 81% 

PLAYABILITY 83 % 

LASTABILITY 80% 

OVERALL 80% 

EARTHWORM JIM 

BY: SHINY ENTERTAINMENT 
PRICE: £49.99 
CART SIZE: 24 MEG 

PLAYERS: 1 , , * 

A Worm Hole is just a hole with a worm in it, right! Well not exactly - or, at least, 
that’s not all. Worm Holes take on a much greater significance in outer space... 

Out in the cold, dark beyond the term ‘Worm Hole’ is used to describe a gateway 
through millions of light years are travelled in mere seconds. AMAZING! And who 
better to explore the possibilities of such a phenomenon than a common or garden 
earth worm! No? Well how about a common or garden earth worm armed (and 
legged) with Cybernetic War Suit and Pulse Laser. That’s Earthworm Jim for you. 
One maniacal player is invited to join Jim in 30+ levels of maniacal platform action 
in the most spaced-out space opera ever devised. 

PAUL 

Everyone is going to tell you Earthworm Jim is brilliant, so you may as well know 
why: It looks great, sounds great and plays GREAT! What this entails is ingenious 
gameplay demonstrated through the use of Jim’s body to survive, an unprecedented 
standard of animation made possible through Shiny’s Animotion technique and total¬ 
ly mind-blowing music. The large play area is varied so players never become bored 
and so well designed that so well designed that each bizarre test of skill never seems 
out of context. One of the best video games this galaxy has to offer. 
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SCORES 

PRESENTATION 80% 

GRAPHICS 94% 

SOUND 94% 

PLAYABILITY 92% 

LASTABILITY 86% 

OVERALL92% 

EQUINOX 

BY; SONY 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Equinox is an isometric 3D adventure in which you have to guide the hero, Jimmy 
the Arabian Elf, on a quest, solving puzzles and getting rid of enemies. 

PAUL 

Adjusting to the idiosyncrasies of isometrically viewed games is always tricky since 
there aren’t many of them in existence - unless, of course, the ones available for 
Sinclair’s Spectrum are included. So the arrival of such a product onto the Super 
NES is guaranteed scepeticism from people whose game libraries consist of nothing 
but predictable shoot ’em ups and/ or platform games. Even the majority of RPGs 
share the same approach these days so Equinox’s quirks make for a welcome 
change; especially since the game achieves what programmers of this genre have 
been trying to peifoct all along. It’s visuals are of the highest quality, lending the 
game a tremendous atmosphere which the ease of gameplay makes it possible to 
become completely immersed in. With a stirring soundtrack that compliments the 
game so completely. Equinox is a high class title indeed and is highly recommended. 

PRESENTATION: 80% 

GRAPHICS: 89% 

SOUND: 91% 

PLAYABILITY: 86% 

LASTABILITY: 82% 

OVERALL: 87% 

ESPN BASEBALL TONIGHT 

BY: SONY IMAGESOFT 
PRICE: £49.99 
CART SIZE: 16 MEG 
PLAYERS: 1-2 

The basic structure of the game of Baseball is this: one team bats, the other pitches. 
When a pitcher throws the ball and the batter misses it’s a strike. If he hits it he is 
free to run the bases in an effort to get round all four. When free batters are out the 
teams change places and all of this takes place over nine innings. What makes things 
seem incredibly complicated is the amount of stats baseball drags with it, but like 
American Football it doesn’t take long to figure out what’s relevant and what isn’t. 
Expect the whole maze of Major League teams, divisions and playoffs, culminating 
in the World Series Champion. As if that wasn’t excitement enough, there’s ESPN’s 
Chris Berman and Dan Patrick (America’s Des Lynam and Jimmy Hill - probably) 
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offering their astute commentary throughout the game. And try to remember - 
Baseball is absolutely nothing like rounders. Honest. 

ROB 

I remember the dread I first felt at the sight of John Madden’s. For starters I didn’t 
know the rules of the game and to make things worse the gameplay looked very 
involved. But getting involved is the secret of course, and ESPN Baseball is much 
the same in this respect. The stats aren’t just for show. Learning how to decide which 
team to pick, which players to use and which to drop involves keeping an eye of 
team stats. This kind of subtlety extends to the game action itself. Techniques in 
good pitching and batting aren’t things you’ll pick up straight away^ ESPN Baseball 
involves practice and patience, something that won’t appeal to all. But like John 
Madden’s, patience is rewarded by action that really involves a player and proves 
very addictive. There’s no doubt that it is most enjoyable with two players but even 
on your own the scale of competition ensures a challenge. This is a game with a very 
selective appeal, but those who feel themselves to be among the selected will not be 
disappointed. 

SCORES 

PRESENTATION 84 % 

GRAPHICS 86% 

SOUND 84% 

PLAYABILITY 86 % 

LASTABILITY 85% 

OVERALL 85% 

EYE OF THE BEHOLDER 

BY: CAPCOM 
PRICE: £44.99 
CART SIZE: 8 MEG 

PLAYERS: 1 • u ^ 

Converted from the PC and Amiga RPG, Eye of the Beholder puts you m charge of 
four mercenaries who travel sewers battling monsters and gaining treasure. 


At first it seems Eye of the Beholder is way too intimidating, when even getting 
started is complicated by the need to create characters! Once begun, however, the 
adventure becomes very compelling and the heroes are found encouragingly simple 
to command. Though the option to use the mouse is welcomed it is, in fact, far better 
to use the joypad as players have far more freedom - use of the D-pad to scurry 
rapidly through the dungeons is much better than pointing and clicking the whole 
time. It’s easy to see why this game is such a highly regarded PC title because the 
interaction is uncomplicated, allowing players the freedom to concentrate on the 
intriguing puzzles and more easily outwitting enemies in confrontations. As the 
action is always viewed from a first-person perspective a great deal of tension is cre¬ 
ated as the heroes are led deeper into more treacherous dungeons. Combat, especial¬ 
ly, is made all the more involving because of this. It is a shame nothing is improved 
over the original PC game, other than the modified control method, as a few extra 
sound effects and better musical accompaniment would improve things. Also some 
of the enemy characters would benefit from that Capcom special design touch. 
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However these are very minor points in view of the whole; this being a deeply 
involving and very original adventure made all the more refreshing because it’s the 
first decent, true RPG on the Super NES. 

PRESENTATION: 87% 

GRAPHICS: 85% 

SOUND: 74% 

PLAYABILITY: 92% 

LASTABILITY: 90% 

OVERALL: 90% 

FATAL FURY SPECIAL 

BY: TAKARA 
PRICE: £59.99 
CART SIZE: 32 MEG 
PLAYERS: 1-2 

Allow me to introduce myself, my name is Kurt Bale and I’m a games salesman. 
Fatal Fury. Now that’s a game that’s got it. Style I mean. And now there’s Fatal Fury 
Special. How do they do it, that’s what I’d like to know? Anyway, I’ve been told by 
my associates ‘daan’ the market that this latest Fatal Fury instalment sees some old 
characters revived, bosses from Fatal Fury 2 for the picking, new combos and better 
sound than ever. So I’ve jacked in the idea of selling my own ideas and have decided 
to try and make a bob or two on other peoples’. So come on ladies and gentleman! 
You won’t find better than this! Bale’s the name, sales the game! Fatal Fury Special! 
Get ya copy! Come on now ladies and gents, a pony’s the asking price! It’s only 
money!... 

ROB 

When a game doesn’t promote itself as a sequel and instead chooses ‘Turbo’ or in 
this case ‘Special’, the question of difference becomes especially important. Is this 
all that different from Fatal Fury 2? Well, there are only three new characters to con¬ 
trol and they’re not strictly new anyway. There are more combo’s and the 32 Meg 
power means that it’s faster and looks smarter. So is this just a paint job? It’s diffi¬ 
cult to say and not really that important. What Fatal Fury Special is at the end of the 
day is a superb fighting game. The characters all look and perform in very different 
ways, ensuring plenty of variety and a lot of playtime to master all of them. It’s 
tough to complete if you discipline yourself to playing on trickier difficulty levels, 
and no matter how easy that gets the two-player option means there are always fel¬ 
low humans to test your mettle. The Dolby Surround Sound is the icing on the cake 
giving Fatal Fury Special a real arcade quality. It might not be ‘radically’ different 
from its predecessors but it is very good inde^. 

SCORES 

PRESENTATION 79% 

GRAPHICS 90% 

SOUND 92% 

PLAYABILITY 92% 

LASTABILITY 90% 

OVERALL 92% 
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FIEVEL GOES WEST 

BY: HUDSONSOFT/ VIRGIN 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Mice don’t half get around don’t they? There was that one that lived in the windmill 
in Amsterdam. That one that ran up the clock. Those three blind ones. The ones that 
fixed things in Bagpuss. Roland Rat - well he’s sort of mouseish. They all, however, 
have one thing in common - if they turn up ‘round my house Aey’re dead - ‘cos I 
hate mice, me. Brrrr!!! Anyway enough of my phobias, it’s Fievel we are here to talk 
about Fievel is a little Russian who loses his parents when they flee to the states. So 
sad a tale was it that they made a feature-length cartoon about his sorry exploits and 
so successful was it that they decided to make a sequel based upon his further adven¬ 
tures out in the frontierland of the wild west. This, ladies and gentleinen is the game 
of the film. He still won’t get any preferential treatment if he comes ‘round my 
house though. Movie star or not. 


My expectations of this game were far from high, but I’m happy to report that I was 
wrong The game looks great and, better still, plays well too. Fievel is very respon¬ 
sive and versatile, with accurate shooting and jumping skills being needed to negoti¬ 
ate his way across the levels. There is a pleasant variation in game styles between the 
levels, with Fievel swimming for it one minute then chasing a runaway tram m one 
of those cart-things the next. Nothing astonishingly new. I’ll grant you, but putting 
the game in its context as one for younger gamers it is a pretty decent meat-and-pota- 
toes platformer. Worth a look. I’d say. 


For anyone who has seen Fievel Goes West, the movie, Hudson Soft s video-game 
interpretation serves as a great reminder. It captures the flavour of the little Russian 
mouse’s second adventure well and provides the games-player with lots to think 
about. Though stages are generally straight-forward enough for anyone to work out 
without the aid of a major player’s guide it is always more fun to explore. The fact 
that the game accommodates for more advanced as well as younger or more inexpe¬ 
rienced players is a testimony to FGW’s quality. Also more imaginative than usual 
are the end-of-level bosses whose tactics are always surprising and very dramatic. 
Not only is the game a pleasure to play because of its uncomplicated control, but the 
pure enjoyment of watching everything happen is enough to keep players hooked 
until the adventure draws to a close and Fievel is back with his parents again. 

SCORES 

PRESENTATION 80% 

GRAPHICS 89% 

SOUND 82% 

PLAYABILITY 88 % 

LASTABILITY 79% 

OVERALL 83 % 


FIFA INTERNATIONAL SOCCER 
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BY:EA 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-5 

FIFA Soccer gives the flash player plenty of opportunity to impress the crowd. 
Players can attempt twenty yard back kicks, diving and glancing headers, or rocket 
shots from outside the box. They can also employ cheeky back heels, swift one-two 
passing and majestic ‘jinks’ and turns when they’re on the attack. The impressive 
animation means that pulling off fancy moves can be enjoyed time and again on tHb 
replay facility. Get gloating! 

The Super NES FIFA Soccer features a power-up facility which enables players to 
get their gear together for a real rocket shot. The real secret to a good shot though is 
making use of the after touch and trying to swerve the ball once you get enough 
power behind it. It’s always worth going for a bit of a long shot because pulling off 
spectacular goals isn’t as difficult as you might think in this game. 

If you want to test your skills against other teams without risking anything then the 
exhibition mode is ideal. FIFA Soccer also comes with a whole range of other 
options though. You can prove decisively your supremacy by taking everyone on in 
the League, or if you want to try real a real World Cup style mixture of league and 
knock out, then go for the Tournament option. 

There are 40 international teams to chose from and it’s quite refreshing to see that 
EA are aware of up and coming international talent. Some teams to look out for 
include Cameroon, who did particularly well in the 1990 World Cup, and also 
Columbia who have some surprisingly skillful players. It is always worth tapping 
into the options menu to check on the abilities of individual players, just to assess the 
strong points in a team. 

ROB 

When I saw FIFA Soccer on the Megadrive I was stunned. At last a footy game that 
captures a bit of the magic! The conversion to the Super NES is equally fantastic. At 
the risk of drifting into football cliches, what makes FIFA Soccer so successful is the 
fact that it really takes a big bite at the heart of the game. There are penalty box 
scrambles, attacks on the break, scorching shots, nifty one-twos, daring bicycle 
kicks, and cat like saves, all drenched in the passion and panic of the real thing. For 
this you’ve got to give credit to the incredibly effective animation which doesn’t fail 
to provide you with all of the style and flare of the living players. FIFA isn’t perfect 
though. Some of the time there are frustrating game quirks like players passing back 
and forth to each other for no apparent reason, or the inability to really run at players 
or find space. But these problems are overshadowed by the amount of excitement the 
game inspires. If ever there was a game that is ideal for the multi-tap this is it. You’ll 
find yourself screaming commentary, letting out gasps of relief, cries of indignation 
and even the odd chant. To top it all of the sound quality makes you think you’ve got 
have the north stand in your living room! 

PRESENTATION 94% 

GRAPHICS 90% 

SOUND 91% 

PLAYABILITY 90 % 
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LASTABILITY 91 % 
OVERALL 91% 


THE FLINTSTONES 

BY: TAITO 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS: 2 

Following the Spielberg megabucks-movie, Taito bring The Flintstones ^ 

NES. Fred, Barney, Betty and Wilma - even Dino star. But sorry folks, no Pebbles. 
Awe. Never mind, kids are a nuisance anyhow, and besides old Fred s got more 

important matters to attend! . , , ■ 

Both Fed and Barney are members of the Water Buffalos - Bedrock s equivalent of 
the masons, and just about the only activity Betty and Wilma afford the ^ys aside 
from gardening and ‘stoning’ (there’s no such thing as Iron remember.) Anyway, it 
happens that the Grand Poobah, the leader of the Water Buffalos, is due for retire¬ 
ment Naturally a replacement is needed, but finding such a man involves more than 
a show of hands and slipping a few clams into someone’s back pouch on the side. 

No the most worthy pretender to the title is the man who can retoeve the Treasure of 
Sierra Madrock. Of course Fred is certain he’s the caveman for the job so, with 

Barney in tow, he sets out to find it! ui . » 

This two-player platform game spans five areas comprising of roughly ten stages 
each. There are bonus stages aplenty and more dinosaurs than Jurassic Park, but does 
Fred have the yabba-dabba-doo time of his life? 


Sad to say fans of the cartoon series are in for a grey old time with this interpretMion 
of The Flintstones. It’s pretty much modem stone-age game play all the way with 
just a smattering of interesting ideas to make it worAy of attention. It ap^ars the 
game might develop into something special - Bedrock promises bigger things with 
its Amusement Parks and Mode 7 racing arena. But instead of getting better the 
game play remains the same, if not becoming a little worse. The bigger the spntes 
the more the game suffers form slow-down, Wilma and Betty aren’t seen again after 
Bedrock and the Amusement Park idea is abandoned by the time Fred and Barney 
reach the third island. The many cartoon cut sequences hold the game together very 
well and Taito certainly tap into that Hanna-Barbera vein of humour. Also two play¬ 
ers are assured a few laughs competing against each other in demonstrations of stall 
and bonusability. Ultimately, though, the treasure hunt is over way too quickly with 
nothing big or dramatic happening along the way. Extra lives are outrageously e^y 
to come by and Fred meets with few stumbling blocks, not even when claiming the 
treasure from the depths of Caverock. Pleasant, but definitely one for novices or the 
very young. 


SCORES 

PRESENTATION 84% 
GRAPHICS 79% 
SOUND 79% 
PLAYABILITY 78% 
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LASTABILITY 62% 

OVERALL 71% 

FLASHBACK 

BY: SONY 
PRICE: £49.99 
CART SIZE: 16 MEG 
PLAYERS:! 

Are you having trouble with sinister aliens? Do their dark, other-worldly agents 
assume human form in your neighbourhood? Have key members of your society had 
their brains eaten by bug-eyed crustaceans from planet Neptune? Yep, it’s an all too 
common problem, but there is an answer- new Super Revealo Specs! 

Just pop them over your eyes and hey presto, sinister alien agents revealed in their 
true forms. Comes in three different varieties- Interstellar Mollusc, Noodle-mouth 
Insectoid and now, all-new Man-eating Turnip. As seen on TV! 

Take it from me, Conrad P Hart, superheroic space secret-agent. I was so impressed, 
I went into hiding and sent a copy of my brain to a friend. Of course, the aliens 
found me, tortured me to the brink of death and erased my memory, but I escaped to 
tell the tale. Now all I have to do is get back to Earth. 

So next time you uncover an evil Earth invasion plot, try new Revealo Specs. I think 
you’ll like them. Ciao! 

BEINGS FROM ANOTHER WORLD! 

It’s all true! World invasion plans, aliens in human form, brain-washing machines 
and only poor Conrad knows anything about it. And that’s where the game begins. 
Having just escaped the alien brain-washing camp, Conrad has to somehow recover 
his memory and foil the aliens’ plan. There are six massive levels of platform action, 
starting in a mutant-filled jungle just outside the alien base on planet Titan, before 
moving onto a underground city. Conrad must then earn his passage to Earth on a 
life-or-death gameshow, before locating the aliens’ secret Earth HQ and facing the 
final showdown on a horrible organic alien spacecraft. 

THEY LIVE! 

One of the most impressive features of Flashback is the life-like movement of the 
sprites. Using a technique called rotoscoping, real actors were actually filmed going 
through all the motions, such as running, jumping and pulling out their guns. These 
frames of action were then used to create the realistic movement of the game’s 
sprites. Of course, this is nothing new for the programmers, Delphine, whose previ¬ 
ous game. Another World, also featured this exceptional animation. 

WATCH THE SCREEN! 

If there’s one thing that Flashback is packed with, it’s homages to famous science 
fiction movies. Right from the start, with the brain-washing plot of ‘Total Recall’, 
the plot-stealing fest continues with ideas stolen from ‘Blade Runner’ as Conrad 
hunts androids, ‘V’ with lizards in human guise and the massive Death Tower game 
show is more than reminiscent of The Running Man. There are even polymorphic T- 
1000 creatures. 

TOM 
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At last! Rashback arrives on the Super NES and it’s every bit as good as it was on 
other systems. The graphics are fantastic, the sounds are top-notch and the masses of 
superb animated intermissions all add together to produce one of the most polish^ 
games you could ever hope to play. If you’ve seen Another World in action, you’ll 
appreciate quite how incredible the animation in this game is. The main sprite moves 
so realistically, it’s unbelievable! However, Flashback is a far more playable game. 
The mix of exploration, puzzle-solving and gun-totting platform action is balanced 
just right. It’s a slow game to get into, but give it a chance and you’ll find yourself 
hooked for hours at a time. Although perhaps not quite as challenging as Prince of 
Persia, Flashback still matches it for sheer seat-of-the-pants gameplay and far sur¬ 
passes it in terms of variety and addictiveness. This is one of the best games you 
could ever hope to play! 


To be quite honest, I don’t know what’s taken them so long in converting this, Sega 
owners have been having it too good! Anyway, now that it’s here we should 
happy because this game is one of the most spectacular games around. Everything 
about it is highly polished. The graphics are beautifully detailed and the animation 
so-oo smooth. The sound is fabbo with spine-chilling tunes and excellent ettects. 
And playability-wise Conrad responds so quickly ^d realistically that this is about 
the closest thing there is to an interactive sci-fi thriller, and once you’ve completed 
it, which is no mean feat, you’ll surely return to it just for the pleasure of guiding 
your lifelike little agent around the place. I do, however, have one gnpe, and it s that 
much of the game, as with Another World, relies on learning a set pattern of moves, 
duck here, shoot there etc. But at the end of the day, as men in grey cardigans have 
an annoying habit of saying, this doesn’t really detract from what is one of the best 
platform adventure blasters available. A real showpiece for your Super NES. Stirling 
stuff. 

SCORES 

PRESENTATION 92% 

GRAPHICS 93% 

SOUND 90% 

PLAYABILITY 94% 

LASTABILITY 92% 

OVERALL 94% 


GOEMANII 

BY: KONAMI 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-2 

Whoever said thieves do not prosper must have been robbed of their senses! This 
would mean that whoever stole these faculties is now enjoying more savvy than he 
or she has a right to. And, if our intuition serves us correctly, this highly intellectual 
rogue is most likely Ganbare Goeman! Japan’s legendary vagabond already has two 
video-games to his name, one of which is a Japanese only title for the Game Boy. 
The other, of course, is Legend of the Mystical Ninja for the Super NES. Now NMS 
cannot possibly condone the actions of such a dishonest personality, we are nonethe- 
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less ecstatic to celebrate the arrival of Ganbare Goeman II. 

We join Goeman enjoying a typically manic sojourn on some Polynesian isle, 
together with his rotund compadre Tofii. Quite unexpectedly a fierce little ninja 
robot appears before them and relates a woeful tale: On a far-off island a giant, 
Caucasian-looking fellow is threatening the peace, tranquillity and bellies of resi¬ 
dents by opening a diabolical chain of fast-food restaurants. With his army of 
employees, strangely out-fitted in rabbit suits, this reckless tycoon is stopping at 
nothing to enforce his cruel culinary regime! 

So, it’s out of one frying pan and into another for our heroic duo, only this time they 
have the assistance of a cool new friend in the form of the robotic ninja. Goeman II 
spans six islands packed with all the excitement of a top class platform game, inter¬ 
spersed with all the fun of the fair! Goeman II is a 16 MEG wonder-cart full of chal¬ 
lenge and laughter and it’s downright brilliant! 

PAUL 

Goeman II is a much appreciated shock to the system! For a time it seemed the 
Super NES market was growing stale with so many titles barely scratching the sur¬ 
face of greatness. However Goeman II is something else! Obviously the cart has a 
very oriental feel, being reflected in both graphical style and choice of soundtrack. 
The unique effect this achieves, however, is not so readily apparent. Many traditional 
Japanese tools, toys and musical instruments are used to form unpredictable plat¬ 
forms leaving players completely unsure about what to expect. Providing the charac¬ 
ters with alternative means of transport greatly enhances the game’s appeal also, but 
the Mech Goeman is a gift from the gods! All related sequences are met with wonder 
and awe from onlookers as this most enormous sprite crashes its way through vil¬ 
lages and ravines, leaving a trail of mass destruction! The very first time these scenes 
are witnessed is a truly breathtaking event. Even more incredible, unbelievable 
though this may seem, are the Mode 7 battles between Mechs. Not only do they look 
awesome but the responsiveness of the machine is unexpectedly superb! There really 
is little to fault Goeman II for. Likewise it’s hard to imagine what else the game’s 
designers could reasonably have added to improve it. From the smallest detail to the 
most blinding special effect, both visually and sonically Goeman II is a masterpiece 
of software. 

cp/~\ppc 

PRESENTATION 95 % 

GRAPHICS 95% 

SOUND 94% 

PLAYABILITY 93% 

LASTABILITY 87% 

OVERALL 94% 

GHOUL PATROL 

BY: JVC 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

One of the familiar events of school life is the day trip. This means a number of 
things but indubitably the most entertaining moments of the day are spent on the 
coach. The Lads head straight for the back seats, abuse travels up and down the aisle. 
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plenty of packed lunch bartering starts up and other road users get privileged to some 
well known sign language. Inevitably the coach ends up at a museum though, where 
everyone wanders round a boring exhibition and is given a tedious questionnaire to 
fill out. 

Being more ‘radical’ as they might put it, Zeke and Julie reject this coach culture and 
prefer to choose their own exhibitions. They have decided that one on Mediaeval 
demons and ghosts might be to their liking. As they peruse the ancient horrors they 
come across a chest that starts glowing. Out of it pops a book that tells them to 
repeat a sentence backwards. Assuming it’s all part of the exhibition’s presentation 
they gladly do so and summon up an evil demon of the past that assures them of his 

intention to doom the Earth to darkness. , aiv 

Having realised the rather serious mistake they ve made, Zeke and Julie decide that 
it’s now down to them to save all of the victims of the demon and its minions 
Weapons in hand the exorcising mayhem begins with the intrepid couple grabbing as 
many pick-ups as possible, avoiding demonically possessed furniture, sending evil 
spirits back to the underworld and saving all of the enslaved victims. Providing they 
save Earth from a demonic tyranny, Zeke and Julie are then free to argue over 
whether two sticks of Kit-Kat are worth half a pack of Quavers. 


Zombies rightly became a real classic, its mixture of pulp horror and comic action 
proving really entertaining and addictive. Ghoul Patrol doesn’t sport any particular y 
new ideas at roots level, but the attraction of a game like this is its addictive formula 
and unique style and Ghoul Patrol retains both. Where it improves on its predecessor 
is naturally in the graphics department with more sprites, better animation and huge 
bosses to contend with. The stage themes are all excellent and feature some neat 
comic touches like the drunken sailors on the pirate stage. The action is non-stop 
with loads of pick-ups to collect and power-ups to use, and the gameplay is also 
quite challenging with bundles of enemy sprites that keep re-materialising just when 
you think you’ve got shot of them. Whether you’ve got Zombies or not. Ghoul Patrol 
is a ‘dead’ good title that’ll send ‘shivers’ down your spine and I’ll end this com¬ 
ment now because these cheap word puns are going to send me to an early 
grave... Arrghhh! 

SCORES 
GRAPHICS 92% 

SOUND 90% 

PLAYABILITY 92% 

LASTABILITY % 

OVERALL % 


HUMAN GRAND PRIX 2 

BY: HUMAN 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Human Grand Prix 2 has two racing modes with which to test your motor racing 
mettle. World Grand Prix gives you 16 tracks from around the world and the chance 
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to drive in a championship situation. You can drive in the shoes of any of 14 real-life 
drivers including Alain Prost and Nigel Mansell (obviously before he retired from FI 
racing), in their respective teams and attempt to win a large silver cup full of cham¬ 
pagne for being the best driver in the world. The second option is Battle Mode, 
which lets you enter one-off races on your favourite track, either against a full field 
of other drivers or against a friend, or both. 

This is the only FI game which features a split-screen two player mode, and both the 
World Grand Prix and the Battle Mode can be played by two players if there are two 
consenting people willing to give it a shot. 

PAUL 

I wasn’t best pleased with Human Grand Prix Number One, and I thought it reason¬ 
able to expect something better from the sequel. Pah! Sucker that I am! Once you 
get past the plethora of yawnsome options you discover the tracks are like half-scale 
replicas of the real thing with straights that last for about a second, so the whole 
process of racing, finding the best line, braking at the right place, that sort of thing, 
leads to bewilderment. The proportional steering controls are very hard to get to 
grips with so they tend to make a nonsense of skillful cornering. The graphics are 
below par, the sound effects likewise, and the whole game is inferior to FI Exhaust 
Heat. 

SCORES 

PRESENTATION 79% 

GRAPHICS 56% 

SOUND 60% 

PLAYABILITY 56% 

LASTABILITY 50% 

OVERALL 55% 


HYPER V-BALL 

BY: UBISOFT 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

VOLLEY BALL?!! Why would anyone want to play a volley ball video game? 
What’s going on in the world when people play volley ball games instead of good 
honest Tommy sports like football and tennis, ones that people understand? Ubisoft 
are trying to convert players to the ways of this ‘Volley Ball’ with Hyper V-Ball... 
and, er, okay, we admit that they’ve done rather a good job of it actually. 

For those who don’t know. Volley Ball is like a game of tennis played by teams of 
four people who have had their racquets stolen and have to hit the ball across the net 
with their hands. The ball is served by the Receiver, who blams it across the court, 
where it is received by the opposing Receiver. He biffs it up in the air towards the 
net, where it’s knocked up again by the Setter before finally being smacked past the 
opposition by one of the two Spikers. Why they need four people for such a simple 
task is a bit of a mystery, and in fact working out how the team work together is the 
biggest problem for Hyper V-Ball beginners. 

And there’s more to hitting the ball back than just positioning your player under it 
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and pressing the button. As in most tennis games, the position of the player in rela¬ 
tion to the ball affects which direction the ball goes when it’s hit. Also, there are 
seven button and D-pad combinations which produce special serves and spikes 
which wrong-foot the opposition or nudge the ball over any players trying to block 
your shot. 

More complicated than this is the special Hyper League mode which blends volley¬ 
ball with Speedball. The players are all armoured and turbo-charged with twelve spe¬ 
cial moves which do things like split the ball into three, send it right over the top of 
the court to land right at the back, or zigzag past your opponent’s Receiver. Each 
player from each of the three leagues (men’s, women’s and Hyper) has diff^ent 
attiking and defensive ratings, and only sufficiently skilled players can perform 

certain moves. . 

Although Hyper V-Ball was treated with some scorn when it came m, NMb Cynical 
Reviewer Squad was forced to eat humble pie when we found that it’s actually not 
bad once you get the hang of it. 

None of us are old volleyball hands, so sometimes the points were scored more by 
luck than judgment, but with two equally inept players going head to head it s quite 
enjoyable. Not as enjoyable as a game of Super Tennis or FIFA Soccer, mind, and 
not really enjoyable enough to make non-volleyball freaks want to shell out big 
bucks for it, but if a SNES Volleyball game is something you’ve always longed for 
Hyper V-Ball is a fine representation of the sport which you’d do well to take a look 
at. 


PRESENTATION 70% 
GRAPHICS 73% 
SOUND 60% 
PLAYABILITY 70% 
LASTABILITY 75% 
OVERALL 72% 


ILLUSION OF GIA 

BY: ENIX 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1 

Mankind is constantly searching for something to significantly change our lives. The 
quest most probably started with a stone-age lavatory in mind and has since devel¬ 
oped into anything from rock idols to obscure religion. When reality is so irritatingly 
explained by scientists as some alternative form of illusion it’s difficult to hit upon 
something ‘real’ in this day and age. 

Clues like the huge stone heads found on Easter Island and the great Egyptian 
Sphinx hint at something - but what? Illusion of Gia invites players to join the search 
of a young boy as he endeavours to discover the answer to life’s big mystery early. 
Spaced over a series of significant time periods, this action role-playing-game places 
the little lad in all manner of perplexing situations. Finding the answers to his ques¬ 
tions is not easy - there are battles fought and puzzles requiring solutions but the 
determined hero never gives in! And nor should you. 
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PAUL 

What first appears to be rehash of every other adventure soon proves itself as a 
deeply rewarding, thoroughly enjoyable experience. Use of music in helping the 
hero’s progress is a wonderful idea and the resultant special-effects present some¬ 
thing quite different for players who think they’ve seen it all. More action-based than 
puzzle-filled RPG’s such as Secret Mana or Zelda III, it nonetheless matches them 
easily. 

SCORES 

PRESENTATION90% 

GRAPHICS 92% 

SOUND 90% 

PLAYABILITY 92% 

LASTABILITY 87% 

OVERALL 91% 


INDIANA JONES’ GREATEST ADVENTURE 

BY: JVC 
PRICE: £59.99 
CART SIZE: 16 MEG 
PLAYERS:! 

Snakes - Just about the only thing in the world that is likely to send a shiver down 
Indy’s spine. Being crushed beneath a roaring truck? No problem. Blown to 
smithereens by Nazi’s? No problem. The wrath of God? No problem. So what is 
Indiana Jone’s secret? Unquestionably it has to have something to do with his whip 
and lucky hat. With these, the insatiable adventurer of antiquities can do just about 
anything. 

This particular adventure is in fact a summary of the three films rolled into one. It 
begins with Indy in a cave in South America in search of the Golden Idol and moves 
through the plot of each film, incorporating the most famous scenes from each. 
Starting only with his renowned physical agility and fist fighting talents. Indy needs 
to pick up his whip and a pistol where ever possible. Naturally he is constantly hin¬ 
dered in his quests by a barrage of mercenaries, Nazi’s and similarly undesirable 
company. 

There are loads of destinations across the globe that are subject to the hectic Indy- 
style tourism, and, in keeping with the films, they are plotted by a red trail across a 
world map. Cue the Indy tunes and let’s go! 

ROB 

As with Return of the Jedi, JVC have stuck quite tightly to the, films, obviously 
allowing for some artistic licence as far as the gameplay is concerned. At heart it is a 
platform game but it is interspersed with mode 7 levels which adds a fresh dimen¬ 
sion and acts as an exciting alternative to most of the action. But Indiana Jones does 
suffer from odd variations in difficulty that sometimes make particular sections frus¬ 
trating rather than challenging. All in all though there is little to complain about. All 
three films are done justice making Indiana Jones a huge game, each of the 28 levels 
packed with things to do. The sequences that tie them together are faithfully adapted 
from the film, be it digitised stills or the trail across the map, or even the music and 
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sound effects which are given the Rolls-Royce treatment with Dolby surround^ 
sound. Admittedly it’s not exceptional in its own right, but the weight of Indy’s rep¬ 
utation whips it up into a game worth chasing. 


SCORES 

PRESENTATION 88%% 
GRAPHICS 85% 
SOUND 86% 
PLAYABILITY 83 % 
LASTABILITY 85% 
OVERALL 84% 


INSPECTOR GADGET 

BY: HUDSONSOFT 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Remember those hot sunny afternoons? You’d come in, weary but happy, and turn 
on the telly for an hour or so- just as a relaxing end to your afternoon and what 

comes on? Bloody Inspector Gadget, that’s what! 

Remember those lazy Saturday mornings? No worries, no hassles, nothing to get up 
for. You switch the telly on for something to idle the morning away and what comes 
on. Bloody Inspector Gadget, that’s what! 

I chuffing hate Inspector Gadget, me. There was a time when it seeined he was jn 
whenever I switched on the TV. So imagine my unbridled joy when it was decided 
that I was going to be the guy fortunate enough to join in bumbling bionic bobby s 

latest adventures on the Super NES. Oh happy day! 

Here we go then. Gadget’s niece. Penny has been kidnapped by the nefanous and 
somewhat mysterious Claw - head honcho of the wicked MA.D Organisation. This 
is unfortunate because Penny is the brains of the outfit and has saved her idiotic 
uncle’s behind more times than, ooh, alot. So off Gadget goes with the daft idea of 
rescuing her. Hey, and I bet you can imagine what kind of hilarity ensues as he 
attempts to negotiate the M.A.D. agent-infested platform levels that stand between 
him and his niece. My sides are just a-quaking with mirth. 


Help! I know this game is a bit sad and you all know by now how much I don’t like 
Inspector Gadget, but I found myself enjoying this cart inspite of myself. I don’t 
know why - there’s precious little to recommend it. The graphics are pretty poor by 
today’s standards, the tunes grating, the storyline nonexistent and the action twiddly 
and repetitive. Yet, despite all this I enjoyed it. Maybe it s the number of special 
gadgets available and the fact that you have to make good use of them to get any¬ 
where. Or is it the fun of w^hing the ^rly animated main sprite wandering 
around in his boxers after a nasty collision with one of the M.A.D agents. Perhaps 
it’s the vast number of secret bits to find using Gadgets special magnifying glass, 
then again it’s probably all because it’s so sad that you can’t help laughing - at your¬ 
self. The truth is i don’t know why I liked it. I’ve been working too hard lately... 


GEORGE 
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Bringing Gadget out on the Super NES isn’t the smartest idea in the world and I was 
far from thrilled when it turned up The game is loosely based on the series, but the 
only features which have really survived from the cartoon are the gizmos at Gadget’s 
disposal, all of which come into play sooner or later. However, I can’t help thinking 
that a few levels are complete rip offs of Quack Shot. The action is sparse, sound and 
graphics likewise, and there’s nothing new to shout about. But it must be said that 
this isn’t half as bad as I was expecting. The urge to progress through the game is 
still very strong, and you’re definitely curious to see the next level. Fans of the genre 
will enjoy it and fans of Gadget will be laughing all the way to the Leeds. Not bad at 
all. 

SCORES 

PRESENTATION 65% 

GRAPHICS 70% 

SOUND 74% 

PLAYABILITY 76% 

LASTABILITY 72% 

OVERALL 72% 

INTERNATIONAL TENNIS TOUR 

BY: TAITO 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 2 

Winter time. The trees sway gently in the roaring gales with not a leaf between them, 
furry animals freeze to death in their nests, little old ladies cue up in casualty depart¬ 
ments after slipping on frosty pavements and Taito decide it’s prime time to release 
International Tennis Tour. What’re they playing at? Perhaps they’re just trying to 
cheer us all up. Anyway, if your idea of winter frolics is dashing around in a pair of 
tight shorts (‘cos that’s what they wear in this game). International Tennis Tour 
could very well be the game to fulfill your desires. 

As the title may have suggested, much of this game involves the player in pro circuit 
tours of the international variety. There’s a bog-standard tournament where the play¬ 
er is taken on a whistle-stop tour of the globe stopping off for the odd knock around. 
On a slightly grander scale there’s the Nations Cup where you choose your favourite 
nationality and represent it in an international knockout challenge. Lastly, for the 
tennis hard-nuts there’s the Professional Championship where you take part in a 
whole year’s worth of international tournaments. You start the tournament with 
$20,000 but then you’re on your own competing for varying amounts of prize 
money, paying to enter tournaments etc. Not for the faint-hearted or muddle-headed. 
Players who manage to rank in the top eight at the end of the season are automatical¬ 
ly put into yet another tournament - the aptly named Masters Tournament. The win¬ 
ner of this, which probably won’t be you, is rightly proclaimed World Champion. 
Phew. Players lacking such megalomaniacal yearnings will doubtless be pleased to 
find out that there are also training and exhibition modes. 

I rather enjoyed this game, mainly because it adopts a similar play style to the still 
fabulous Super Tennis. Graphically it lacks the cute players substituting them for 
larger, he-man-types in cripplingly tight shorts instead. All the shots you’d ever 
need are included and the training mode to get you used to them is certainly a boon. 
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Sonically it’s great too with crystal clear crowd samples and a ratter snooty sound¬ 
ing umpire. Unfortunately, as playable as it is. International Tennis Tour lacks the 
si^ and immediacy of Super Tennis. However, it has the edge over most other ten¬ 
nis titles, including Super Tennis, in the sheer number of tournaments available. 
There’s enough here to keep any tennis fan happy for yonks. As such I would recom¬ 
mend this to anyone looking for a more lasting challenge. 

SCORES 

PRESENTATION 85% 

GRAPHICS 86% 

SOUND 91% 

PLAYABILITY 87% 

LASTABILITY 91% 

OVERALL 87% 

JELLY BOY 

BY: OCEAN 
PRICE: £44.99 
CART SIZE. 8 MEG 
PLAYERS: 1-2 

Lightning can do the funniest things you know. Not only has it been known to 
reduce grown human beings to sizzling rashers of bacon, but its effects ^e often 
magical. Jelly Boy was once nothing more than a vat of boiling jelly in the Swirley 
Sweet Factory but, thanks to a sudden fork of lightning, all that changed and he s 
now alive and wobbling! The factory’s owner, Oswald Swirley, is naturally con¬ 
cerned about some bad publicity and has set the guards off to melt the young scainp 
down Jelly Boy has only one chance left - to get hold of six special items hidden in 
the huge fantasy world that Mr Swirley has created to amuse himself dunng bonng 

office hours. . ^ 

So the stage is now set for some huge platform action. There are six worlds 
each with one of Oswald’s special items. Before Jelly Boy gets to this though he has 
to find all eight pieces of a door on each worlds eight levels. Once the door is com¬ 
plete it opens on to the guardian of the special item. 

Such a task would be insurmountable were it not for our hero’s strange talent tor 
transformation. Providing he finds the necessary pick-ups , Jelly Boy changes into 
anything from a light bulb to a speed boat! Add to this the puzzle action ^d the fact 
that the clock is always running and it’s enough to make you shake - well, Jelly Boy 
at least! 


He’s pink, he’s wobbly but sometimes he makes remarkable changes. Suspicious it 
may sound but fun it most definitely is! Visually it’s very it’s no great shakes but, 
for me it’s the sheer scale of the game and the fact that it hasn’t been made a walk 
over that impresses. Partly this is thanks to the right balance between puzzle action ^ 
and the usual platform routine. With 48 levels in all and a variety of bonus rooms it s 
going to last, but most importantly it’s fun while it does. Because of the wild vanety 
of things Jelly Boy transforms into, the game manages to incorporate loads of differ¬ 
ent styles and paces of action. Classic status? Maybe not, but a real laugh all the 
same. 
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PAUL 

Jelly Boy is a very poor-looking character. Consequently he has no personality and 
is extremely hard to identify with during his struggles. Should players overcome this 
little obstacle it is discovered the gameplay is nothing new or exciting either. For a 
perfect example of a similar colourful platform adventure in which the hero adapts to 
overcome tricky situations the Mario titles completely outshine this rather transpar¬ 
ent effort. For the ultimate in morphing super heroes Super Putty or Kirby are the 
masters although they do not have as many morhing variations. By comparison the 
visuals in Jelly Boy are completely bland and the goals set for Jelly are equally unin¬ 
spired - collecting fruit for bonus points is so feeble an idea. This is all just an excuse 
to make money from another platform game, and anyone who fails to see this 
deserves to buy ten copies. 

SCORES 

PRESENTATION 85 % 

GRAPHICS 85% 

SOUND 87% 

PLAYABILITY 88% 

LASTABILITY 90% 

OVERALL 87% 

J-LEAGUE EXCITE STAGE ‘94 

BY: EPOCH 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-4 

You kids today! Honestly! Back in our day football games were all played on green, 
felt tablecloths with little plastic blokes who kicked the ball when you pressed their 
heads. Now you’ve got your commuters and your consoles and you’ve got Japanese 
leaguefuls of fully animated soccer stars who do bicycle kicks, diving headers and 
sliding tackles and get sent off when they stud their opponent’s shins off. 

J-League Excite Stage ‘94 does all this and more. As in FIFA Soccer, up to four 
players (with a multi-tap) can partake in exhibition or league matches playing as any 
of the twelve most famous teams from Japan’s J-League. The game follows the stan¬ 
dard format - throw-ins, penalties, free kicks, sendings off, substitutions, scoring 
goals to win, all that - and displays it all in a scrolling. Mode 7, side-on view. The 
four joypad buttons produce four different kicks and with combinations of buttons 
and D-pad (and if the ball’s in the right position) you can pull off back-heels and 
devastating flips and volleys. The small sprites are superbly designed and animated 
and pull off all these manoeuvres with great aplomb. 

As well as the standard game there’s an indoor seven-a-side mode. As usual you can 
bounce the ball off the walls, a feature which adds a subtle but significant dimension 
to the gameplay. 

Also there’s a penalty kicking competition which gives you a behind-the-goal view 
of ‘keeper and kicker and simply requires you to stick more in the old onion bag than 
your footballing foe by sending him the wrong way. Simple, but fun. 

And finally Esther, there’s a skills game in which you practice dribbling, shooting, 
defending, comers and free kicks. You score points for speed and accuracy, and big 
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scores require heaps of practice, but then so they should because beating any of the 
computer teams is rock hard. 

The high difficulty level would be the only major criticism of J-League. The com¬ 
puter teams use such fast passing plays and are generally so ‘on the b^l’ (har-de- 
har!) that scoring against them requires Cantona-like skill. Even clearing the ball 
from a goal kick is tough thanks to the computer players’ super-tight marking. 

Two, three or four-player modes are terrific, though, as the action is so fast and there 
are so many plays and tricks for skilled players to master. If it wasn t for the fact that 
everything is in Japanese, giving the impression that you often don’t quite know 
what’s going on or how to control it, this would probably be the b^^o^er game on 
the SNES. As it is, J-League doesn’t quite achieve the heights of FIFA, but it s 
blummin’ good nonetheless. 


SCORES 

PRESENTATION 80% 
GRAPHICS 90% 
SOUND 70% 
PLAYABILITY 91% 
LASTABILITY 92% 
OVERALL 91% 


THE JUNGLE BOOK 

BY: VIRGIN 
PRICE: £49.99 
CART SIZE:16 MEG 
PLAYERS: 1 

Ah greetings horror-fiends. It’s your gruesomely gory host Ace Ventura here, with 
another spine-chlling Tale of Torment! Tonight I have a particularly sinister story to 
spill The true account of a boy unlike any cheeky young tyke you may know, for he 
is Mowgli... the MAN-CUB!! Yes, brought up by rabid jackals this ‘half-man, halt- 
beast’ travels the deepest, darkest jungles of India feeding on the still-warm flesh of 
prickly pears. Prepare yourselves for a gore-fest of nightmarish proportions as you 
bear witness to this ‘jungle executioner’ feeding par^eets until they expl(^e, b^ter- 
ing chimps into submission with showers of soft fruit and, worst of all, using unborn 
snake foetuses as springs. So, join me now as I impart the goose-pimple inducing 
yam I call THE JUNGLE BCKDK! 

There are eleven levels in Jungle Book, each based on a scene from the movie. 
There’s the jungle level, then there’s the jungle level and of course, there’s the jun¬ 
gle level. Ha ha, no just kidding. Apart from the numerous jungle levels, there’s also 
the Great Tree (which IS in the Jungle), the Tree Village (which also happens to be 
in the Jungle) and the mins where the apes live (that’s in the Jungle, too). Best of all 
though, is the shoot ‘em up level in which Mowgli rides through the jungle atop a 
parrot. The final level sees Mowgli racing across the storm-drenched wastelands 
chased by hyenas. Quite near the Jungle. 


It’s obvious that the programmers have put a lot of effort into presentation of this 
game, because it looks and sounds totally fantastic. The graphics are very tme to the 
Disney movie with tons of superb, if a tad samey, jungle scenes. What’s more, the 
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sprites look and move brilliantly - never have you seen a game with such realistic 
chimps. All the famous characters, such as Kaa and King Louie look like they’ve 
been lifted straight from the movie and the animation on Mowgli is just stunning. 
Couple this with all the familiar tunes and some brilliant spot-effects (especially the 
ape sounds) and it certainly captures all the atmosphere of the Disney classic. The 
platform action is pretty standard, but there’s always plenty of action to keep t^e < 
pace going and there’s even a puzzle element which adds an extra dimension tp the 
whole affair. Admittedly, Jungle Book isn’t overflowing with originality, but if 
you’re looking for a fun platformer, then this is definitely worthy of consideration, 
especially if you’re a fan of the movie. 

PG 

Jungle Book is a right tart of a game - all smart and tarty on the outside, but without 
much underneath. The animation on the sprites is spectacular, and the music is splen¬ 
did - after playing I was humming ‘The Bare Necessities’ all day - and the sampled 
chimp effects were the talk of the office. But as in Cool Spot or Aladdin, the game- 
play is, for the most part, a basic collect ‘em up with a few very simple puzzley bits 
and some semi-hidden bonuses to break things up. It’s the sort of thing that’s quite 
good fun, especially for younger players, but it left me wishing there was a bit more 
depth to enjoy. I AM a fan of The Jungle Book, but being a bit of an old tightwad git 
I think I’d ra^er spend an afternoon watching the movie on video and spend my 
monthly Platform Game Budget on Super Metroid which provides far more plat¬ 
forms to the pound. 

SCORES 

PRESENTATION: 88% 

GRAPfflCS: 92% 

SOUND: 91% 

PLAYABILITY: 90% 

LASTABILITY: 75% 

OVERALL: 84% 

KICK OFF 3 

BY: IMAGINEER 
PRICE: £44.99 
CART SIZE: 

8 MEG 

PLAYERS: 1-2 

Long, long ago, way back in the mists of time, (an awfully long time ago really - 
we’re talking lots of time here if you get the picture), one soccer game stood head 
and shoulders above the crowd. The only game of its generation which managed to 
capture the speed and excitement of real football, the game had no peers. Avid play¬ 
ers were glued to their tellies across the land, and magazines ran Golden Goal com¬ 
petitions to discover the finest netbusters in the land. The imitations came and want, 
but nothing could manage to match the sheer exhilaration of Kick Off 2. For years 
the game reigned supreme, with Sensible Soccer the only serious contender to the 
crown. Since that day players have dreamed of Kick Off 3 - could it possibly be bet¬ 
ter than the original game? Rumours filled the mags, but only now has the game 
come to light - on the Super NES. Now the question everyone wants answered is 
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this: is Kick Off 3 the king of the soccer games? 

First thing you’ll notice about Kick Off 3 is the view - the programmers have 
dropped the traditional top-down viewpoint in favour of a side-on perspective, which 
means the game plays horizontally. Thirty-two international teams compete for the 
world cup, and each has its own unique playing style - based on research into the tac¬ 
tics used by the actual teams! 


TIM 

After surviving in a virtual wilderness of really good soccer games all of a sudden 
we’re overrun with them! Sensible Soccer is already out there while FIFA and 
World Cup USA ‘94 are both on the way. One game they all have to 
3 because it’s been written by soccer fans and for soccer fans. As such. Kick Ott 3 
plays like a dream, and it’s very, very faithful to the sport. In many ways this game 
is football’ Kick Off 3 has all the excitement of real soccer, nght down to the occa¬ 
sional quirks which made Kick Off 2 so good. Where it falls down a tad though, are 
in the graphics and sound departments. Graphically the animations could have been 
better -1 know there are 2000 frames but it could have been a Ihtle more fluent As 
far as sound goes, the effects are fine but the crowd effects in both FIFA and World 
Cup are quite significantly better. Playability more than makes up for these draw- 
backs though. Against the computer you’ll have a good laugh - even though its not 
as tough an opponent as Kick Off 2 - but two player is where you’ll get your chance 
to perfect your skills and play at the very highest level. If it weren’t for the looming 
preVence of FIFA and World Cup, I’d label Kick Off 3 an Absolute Must-Buy. 
Instead it gets a thorough recommendation from me, but do be aware that the compe¬ 
tition is very strong! 


In spite of the competition Kick Off 3 is such a strong title. It has everything plus 
extras and is a soccer-fan’s dream come true. Luckily none of Kick Off s classic 
traits are forsaken, which is no mean feat considering the amount of extras now 
included The viewpoint is changed, though it makes little difference to the game- 
play The computer-controlled teams are extremely intelligent, using every trick m 
the lx)ok to better all comers and, of course, two players are provided with every- 
thing they can handle to make their chosen team work wonders. Kick Off isn’t in the 
business of trying hard to impress any more. It simply has a reputation to uphold, 
and this it achieves with authority. However, serious competition is screaming from 
the touchline as possible substitution and it isn’t just in terms of presentation that 
Kick Off 3 has cause to worry: there’s the question of quality game play too. It is a 
very hard decision to make. At least with Kick Off, players know there are no faults 
awaiting somebody’s unfortunate discovery. With the others this isn’t so certain... 


SCORES 

PRESENTATION 87% 
GRAPHICS 85% 
SOUND 84% 
PLAYABILITY 93% 
LASTABILITY 92% 
OVERALL 91% 
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KING OF DRAGONS 

BY: CAPCOM 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-2 

‘For sale. Luxury apartment in rural, fantasy setting. Fully furnished and equipped 
with the latest in mediaeval conveniences. Near to transport and shops with absolute¬ 
ly no possibility of being scorched alive by a huge red dragon that happens to live 
nearby.’ 

Signs like this have been going up all over Malus ever since news reached the people 
of the impending return of Gildiss: A huge red dragon who, according to legend, is 
soon to awake from a magic spell that has kept him snoozing for a hundred years! 
When the wings of Gildiss last cast a shadow over Malus, farmlands were burnt, 
homes and castles were left in ruins and great armies destroyed by the forces of dark¬ 
ness that swept across the kingdom. However, a mighty wizard was able to halt the 
suffering by casting a spell that put Gildiss into a deep sleep. It turns out that this 
was only a temporary respite, however, and Gildiss is due to resume his favourite 
pastime of roasting villagers from great heights very soon! 

The fate of Malus now rests squarely on the shoulders of one or two players, as they 
guide a pair of brave adventurers in a struggle to reach Gildiss’ lair. This side¬ 
scrolling, fantasy hack ’em up sprawls over thirteen stages cursed by all manner of 
terrible beasts. No fear! These adventurers have travelled from afar in the knowledge 
that the reward for slaying Gildiss is wealth beyond their wildest dreams. Capcom 
dires you to join them! 

GARY 

King of Dragons is similar to Magic sword in many ways. In other words it’s the 
exactly the same from start to frnish. Each level is so similar to the last (even the 
monsters are the same but just coloured differently) that you quickly tire of the dull, 
slash-and-run gameplay and start to wonder what Capcom are playing at by releasing 
software of this quality. A special mention must go to the boss characters who are 
especially poor with their limited animation and predictable movement patterns that 
make them very easy to defeat. This is bad enough but King Of Dragons is also 
incredibly easy and most gamesplayers will complete it in a few hours. With titles 
like Final Fight 2, Magic Sword and now King Of Dragons I’m starting to wonder 
whether Capcom can produce a good game that doesn’t have Ken or Ryu in it. 

PAUL 

Where the term dragon applies to things repulsive and terrible, this new cart is the 
undisputed king. It is nothing more than a long, monotonous haul through too many 
uneventful scenes that are, mercifully, very short-lived. Limited by just two attack 
methods - one standard, the other magical - the game soon becomes tiresome, espe¬ 
cially for players hoping to exercise some kind of flash and dexterity in their games. 
Enemy characters are, by and large, boringly typical in their attacks and the boss 
creatures always fall for exactly the same tricks. Only those misfortunate enough to 
already own this cart on the strength of the Capcom name could possibly wish to 
refrain from tossing the whole package into the bin where it belongs. Not even the 
Cleric can save this sorry bunch from eternal damnation. 
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SCORES 

PRESENTATION 70% 
GRAPHICS 76% 
SOUND 75% 
PLAYABILITY % 68 
LASTABILITY 45% 
OVERALL 64% 


KING OF THE MONSTERS H 

BY: TAKARA 
PRICE; £44.99 
CART SIZE; 16 MEG 
PLAYERS: 1-2 

Earthlings are renowned throughout the galaxy for their inflated sense of im^rt^ce. 
Often over a weekend a few aliens will sit down together and have a laugh about 
Earth’s insignificant size and the petty nature of human problems 
One evening, three buddies got together for a galactic pig out. When Super Geon, 
Atomic Guy and Cyber Woo finally left the local diner, they were in the m^ for 
mischief Once cruising in Atomic Guy’s convertible space-mobile Cyber Woo 
insisted they put the top down because it was a sunny day. Atomic Guy ended up 
crashing into a moon and they all stumbled out of the vehicle giggling like school¬ 
boys. Super Geon pointed out that they were on the Earth moon. Their eyes lit up. 
“Come on’’ screamed Cyber Woo, “they’ve got some nice swimming pools, bo 
■ they paddled about in the Pacific Ocean for a little while and, at Geon’s suggestion 
of grabbing a few ice-pops to refresh them, ate Antarctica. 

After running into some other monsters, who also decided to pop onto E^ tor a 
laugh, the fun-loving three now have to take them on - as well as bmsh ott the best 
of Earths military hardware which has a habit of making their skin itchy. 

King of the Monsters 11 is a two-player game which borrows ideas from the likes ot 
Street Fighter II and Final Fight. Only it’s mad! 

ROB 

King of the Monsters is a very cool idea, and the process of destroying entire cities, 
taking especial pleasure in familiar landmarks like the Eiffel Tower, is certainly ther¬ 
apeutic. What this novelty gives way to though is essentially dull and rej^titive 
g^e play. There is some satisfaction in mastering each character’s special moves 
^d, of course, engaging in some cheeky two-player action, but the lasting appe^ of 
this game is severely limited. It’s a shame as well that the attraction of mass destruc¬ 
tion isn’t maximised by the graphics which are quite substandard. In one-player. 
King of the Monsters can be quite challenging, but when you weigh this up against 
the tedium that ensues you do tend to ask yourself whether you can be bothered to 
complete it. In summing up, King of the Monsters is most disappointing for its waste 
of potential, something which relegates it to nothing more than a king of the 
mediocre. 


Takara must be on a roll - first Fatal Fury 2 and now this! Their translations tom the 
Neo Geo just keep getting better. Basically this conversion looks, sounds and plays 
the same. Two-player games present the most fun with the co-operative option being 
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quite a laugh, however the head-to-head games are where it’s really at. These really 
do separate the men from the chimps! Strong, quick fingers are the order of the day, 
as they bash the buttons with the thumb wiggling vigorously from side to side. There 
are only two things missing: a bonus round in two-player mode and the power-up 
level. All in all, though, this ain’t a bad game and well worth a look if your a fan of 
the Neo Geo version. But if you didn’t like it there, you won’t like it here. 

SCORES 

PRESENTATION 75 % 

GRAPfflCS 67 % 

SOUND 80 % 

PLAYABILITY 64% 

LASTABILITY 66% 

OVERALL 64% 

KNIGHTS OF THE ROUND 

BY: CAPCOM 
PRICE: £44.95 
CART SIZE: 12 MEG 
PLAYERS: 1 

Based on the Capcom coin-op, this Golden Axe-style beat ’em up stars King Arthur, 
Sir Lancelot and Sir Percival who are on a quest to find that Goblet of Goodness: 

The Holy Grail. Because the Grail is such a Pitcher of Power everybody wants to get 
their hands on it before the Round Table Gang, and consequently, as the guys make 
their way across the horizontally-scrolling landscape, they have to employ their well- 
honed blade-swinging techniques to beat off armies of rival kmghts. As well as stan¬ 
dard swiping manoeuvres, all three heroes have a brace of special moves and one 
super special lightning move which knocks surrounding foes for six but saps the 
knights’ energy. 

Chopping up certain items reveals helpful goodies such as energy-replenishing food, 
score-boosting treasure and even the occasional horsey which, once you climb 
aboard, tramples foes underhoof. As the score builds up, your knight powers-up 
through different experience levels which basically means he gets a new set of 
armour and a more effective sword - though not one that shoots lasers or anything - 
every few thousand points. 

Knights of the Round is competently programmed, has decent enough graphics and 
sound, but the game play is sooo ordinary. It’s reasonably playable, sure, but it’s just 
level after level of the same old scrolling beat ’em up stuff, with barely any variation 
in the action. Maybe if you were stuck on the arcade game you’d think this was 
worth the cash, but when you consider that Turtles in Time and Batman Returns (to 
name but two similar titles) are both about the same price, buying Knights of the 
Round isn’t such an enticing deal. 

SCORES 

PRESENTATION 75% 

GRAPHICS 73% 

SOUND 79% 

PLAYABILITY 70% 

LASTABILITY 69% 
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OVERALL 72% 


LAWNMOWER MAN 

BYtSTORM 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

In case you don’t know, and there’s really no reason why you should, the idea 
behind Lawnmower Man is to stop Jobe (former nice guy turned psycho by the gov¬ 
ernment) from taking over the main networking computer, which is linked to eve^ 
state in America, thus saving the day. But it isn’t that simple, with killer Monkeys, 
mad bikers and the Army to contend with along the way - hardly conducive to the 
harmonious completion of your task. 

First and foremost: this game is very much for ardent fans of the movie. For others 
its sheer difficulty will ultimately prove frustrating. Lawnmower Man is your basic 
platform game with some nice touches to keep the interest up, but the problems arise 
with the frustrating difficulty level of the platform secuons - which conshtute most 
of the game. There are some decent perks to brighten things up, though: n^ely the 
VR sections. Guiding your character through a maze of walls at high speeds proves 

quite a laugh and the 3D shoot‘em up section is decent enough. 

Choose between a man and woman - they’re effectively the same- and tool up with a 
limited array of weapons. There’s your standard laser, which can power up to a mul¬ 
tiple, and powergun to unleash a mega blast. Hardly inspiring. Once again, this is 
nothing more nor less than a completely average platformer with a few nice touches 
and fans of the film will probably have some fun with the game. 


SCORES 

PRESENTATION 85% 
GRAPHICS 70% 
SOUND 74% 
PLAYABILITY 80% 
LASTABILITY 83% 
OVERALL 79% 


THE LEGEND OF THE MYSTICAL NINJA 

BY: KONAMI 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Disaster has befallen the village of Horo-Horo, once a sunny haven of happy people, 
soon to become a locust-chewed, moth-eaten ghost town unless its two Ninja protec¬ 
tors can do something about it. Someone has kidnapped Horo-Horo’s princess whose 
mystical powers protected her people, and unless Dr Yang and his faithful, but ras¬ 
cally, companion. Kid Ying can retrieve her, the village is doomed to a plague of 
locusts! 

The journey through ancient Japan isn’t going to be easy, with hordes of brutal sol- 
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diers to deal with, as well as thieves, demons and ghosts! There are ten levels of plat¬ 
forming and puzzle-solving action to undertake, each split into two tortuous sections 
which only the strongest of Ninjas can survive... 

One of the best features of Legend of The Mystical Ninja is that it’s like having 
loads of games in one. If your in town and you’re running low on cash you can just 
drop into the nearest gaming house and gamble for some more. 

We’re not just talking about one-armed bandits, here. There are games of chance, 
such as a higher-or-lower dice game and a horse racing game, but most are games of 
skill, such as high-speed mole-smashing, the quiz show and the 3D maze. 
Surprisingly, considering this game is set in Japan’s middle ages, some of the gam¬ 
ing houses have even got a couple of coin-ops, so you can have a go at a game of 
Breakout or Air Hockey or even a single-level of Gradius! 

PAUL 

I first played this game on import a couple of years ago and it was so good I can’t 
understand why Konami have held up an official release until now. Why is it so 
good? Because there’s just so much in it! With the two different types of level and 
all the little sub-games there are about TEN games in this cart, all of them tremen¬ 
dously enjoyable. And let’s hear it for those sub-games, which are just as cleverly 
programmed and presented as the rest of the game. The mole-bashing game is bril¬ 
liantly done and having a whole level of Gradius to play is a great idea. The way the 
main levels are constructed is equally clever and I was astounded when I came 
across the old inventor’s palace, full of rotating columns and platforms and even 
rooms! The action is fast and furious, even in single player mode and even though 
this doesn’t have a big licence behind it. Legend of the Mystical Ninja deserves your 
immediate attention! 

ANDY 

What Konami have been playing at keeping this title from us for so long is anyone’s 
guess. But it’s here now and it’s great. What I particularly like about it is the mix of 
game-styles. Wandering around the villages clobbering baddies and collecting cash 
is a laugh enough, but there are a myriad more fun ways to spend your hard-earned, 
and, just when you think the platform levels are becoming dull, the whole whole sit¬ 
uation gets turned on its head in the most unexpected ways. Mystical Ninja also 
sports some of the best and wierdest bosses I’ve seen. And all this from a game 
that’s over two years old. 

Basically, if you haven’t got this game, get it - it’s still one of the best games there is 
for the Super NES. 

SCORES 

PRESENTATION 89% 

GRAPHICS 92% 

SOUND 90% 

PLAYABILITY 93% 

LASTABILITY 92% 

OVERALL92% 


MACROSS 

BY: ZAMUSE 
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PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 


AD 2009: In the face of an Alien invasion by the sinister Zentradi, Earth has but one 
hope: the song of a beautiful young girl. Only her voice can inspire the human race 
towards a victory against the encroaching battleships, themselves stirred into action 


by their own sinister choir 

Yes this is the story for Macross: Scrambled Valkyrie, a seven stage shoot em up 
based on the manga stories of the same name created by Sukehiro Tomta In this 
game you pilot a rather special ship in your attempt to thwart the 
Ll because it has the ability to transform itself into three vaneties of ship_ The stan¬ 
dard type - the Fighter has the most highly concentrated firepower and is the mo^ 
nippy T^e second - the Gerwalk is less manoeuvrable but has a wider spread of fire. 
Lastly we have the Batroid, an assault suit more suited to ground-based attacks. To 
add to this, you have the choice of three pilots to fly as. Be warned, though, the 
effectiveness of your ship’s weapons differs depending on your choice of character. 
Macross presents players with a massive challenge. If s dead tough in fact that it 
takes all the effort required to defeat the entire Bydo empire m Su^r R-Type to 
progress past the first mission! However there is always hope for the next go l^ng 
more productive and it is this factor which makes the game so very addictive. The 
bosses are extremely clever, ranging from flashy gadgets to giant robots and the ver¬ 
satility of the three ships lends the game an element of ongmality, acting as an apol¬ 
ogy for the more typical nature of the presentation. Players prepared to stick this one 
om are sure to find all the effort worthwhile even if this formula is long since out of 
date. 


SCORES 

PRESENTATION 78% 
GRAPHICS 84% 
SOUND 83% 
PLAYABILITY 82% 
LASTABILITY 78% 
OVERALL 81% 


MADDEN NFL ‘94 

BY: ELECTRONIC ARTS 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-4 

Cows chew grass, cowboys eat lead; birds peck at seeds and jail birds slurp porridge. 
And whilst England’s footballers miserably swallow their pride American footballers 
gladly chomp dirt - for that is their lot in life. Yes it’s American Football season 
again and, true to form. Electronic Arts are celebrating. They’re celebrating because 
there’s no better opportunity for releasing another John Madden’s American Football 
title than this. It’s maddening for those people who already own the original game 
but John Madden ’94 is grid-iron simulation excitement at its very best nonetheless. 
The game incorporates all 28 teams of the National Football League together with a 


44 


further 12 all-time great franchise teams. In addition players may choose form 38 of 
the greatest teams ever to grace the Super Bowl - American Football’s OTT equiva¬ 
lent of British soccer’s FA Cup. Lx)ng regarded as one of the greatest two-player 
games in existence Electronic Arts now take the formula one step further. Making 
use of Hudson’s Super Multitap adaptor up to five players are now invited to grab a 
piece of the most exciting American Football action available. It seems the definitive 
NFL title has now arrived. 

PAUL 

At long last, the Super NES has the John Madden game it deserves and it is excellent 
in almost every way. There are flaws: Play is slightly delayed during interceptions 
whilst the overhead view adjusts itself there are no penalties for unsportsmanlike 
conduct; no injuries sustained either. Neither are the comprehensive list of stats 
included with the package allowing players to acquire a complete knowledge of a 
favourite team. However none of this bears much relevance to a game that is so per¬ 
fectly playable and immediately accessible as this. And despite being so instantly 
appealing there is so much depth of gameplay to exploit once the initial attraction 
wears off. 80 teams is an awful lot to master and the number of permutations possi¬ 
ble when friends start forming their own leagues is nigh on immeasurable. American 
Football fanatics are just as sure to find this game an answer to their prayers as those 
seeking a more light-hearted challenge. All, however, are sure to find that John 
Madden ’94 lives up to the incredibly high standards of its fine heritage. 

SCORES 

PRESENTATION 93% 

GRAPHICS 90% 

SOUND 87% 

PLAYABILITY 92% 

LASTABILITY 91% 

OVERALL 92% 

MAXIMUM CARNAGE 

BY: ACCLAIM 
PRICE: £49.99 
CART SIZE: 16 MEG 
PLAYERS: 1 

The loony bin. A home for those estranged from the rigours of society. A home for 
mumblers, dribblers, hysterics, paranoids, neurotics and warped criminal geniuses. 

As the remains of four psychiatric nur^s could tell you, it’s the latter you want to 
look out for. Carnage has escaped his hiaximum security nutters cell and is intent on 
restoring destruction to the big city. Along for the ride are similarly deranged misfits 
like Shriek and Doppelganger, each ready and willing to exact some revenge on the 
meddling web-slinger. 

But Spiderman is no pushover. He has a variety of special moves which, when exe¬ 
cuted effectively, take out many opponents at once. 

Also arriving on the scene is Venom, the suit with the soul, and players take control 
of him on certain levels of the game. A lot of the superbaddies turn up in the action 
and they can’t be destroyed quickly, possessing as they do special blocking and 
attacking abilities. It’s enough to drive Spidey mad! 
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This is nicely put together, using comic inserts between levels to fill out the story 
and build up the atmosphere. The action itself though is pretty standard stuff. The 
sprites are large and well animated, especially Spidey whose range of moves looks 
particularly impressive. The style of gameplay changes very little though, Spiderman 
simply moving through different backdrops bashing away. Inevitably, things start to 
get a bit boring. The levels that involve using web skills succeed in stemming this a 
bit but unfortunately not enough. There just isn’t enough diversity to maintain a 
sense of enthusiasm for all that long. What condemns this game more than anything 
though is the lack of two-player action which you’d expect to be standard these days. 
Spiderman fans might be able to forgive these flaws but even they’ll feel that their 
web-slinging hero hasn’t been done justice. 


Scrolling beat ‘em ups have never really done that much for me. Maximum 
Carnage, alas, has continued firmly in this non-impressive tradition. True, m effort 
has been made to lift the gameplay, Spidey is pretty fast and his specie web-slmgmg 
moves can be used for attack, escape and defence - something that skilled players 
will be able to combine to great effect. There is a nice comic book feel to the graph¬ 
ics with ka-pows, ker-thuds and plenty of appearances from your favourite Marvel 
heroes and villains. The music from trash-rockers. Green Jelly is not bad and to its 
credit, the game is very challenging in the later stages. But it all amounts to the same 
thing in the end - strutting, climbing or web-spinning around the 
platform/streetscapes pulverising the myriad of samey bad guys who die only to 
reappear in different coloured coats before meeting some evil Marvel character or 
other at the end of every level. Not bad really, if you like this kind of thing. 

SCORES 

PRESENTATION: 80% 

GRAPHICS: 86% 

SOUND: 87% 

PLAYABILITY: 82 % 

LASTABILITY: 79% 

OVERALL; 81 % 


MEGA MAN SOCCER 

BY:CAPCOM 
PRICE;£44.95 
CART SIZE: 10 MEG 
PLAYERS: 1-2 

Now firmly established among the superstar elite with appearances in plenty of suc¬ 
cessful games. Mega Man has decided to exhibit a few of his soccer skills in his own 
unique fashion. Basically this is straight forward footy, but a few changes have been 
made to give it a bit of a different feel. For starters it’s eight rather than eleven-a¬ 
side .Players get to choose from a weird collection of alien species rated on their 
speed, tackling and shooting abilities. Not only this though, you also have the oppor¬ 
tunity to choose the stadium. In normal football it might be quite irrelevant, but in 
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Mega Man Soccer it proves surprisingly important. The way the game is played 
depends to an extent on the stadium you’re in. Like indoor football, players can 
make use of barriers at the sides to get rebounds, which means the game flows with¬ 
out a lot of the normal stoppages. Expect a few rocket shots as well, in the literal 
sense that is, with players finding the ability to pull off shots that fly invincibly 
through the defence. A lot of the principles of a football sim remain exactly the same 
though. Mega Man Soccer has a tournament, a league and a special Capcom champi¬ 
onship. 

The idea of presenting football in this way is quite refreshing, although you could 
argue that there’s no point in changing a game that works perfectly. This seems to 
ring truer once you start playing Mega Man Soccer. Beneath the novelty of its 
spacey embellishments this is a decidedly naff soccer game. Players move about the 
pitch with all the speed and vivacity you’d expect from an OAP’s First Eleven. It is 
also incredibly easy to tackle opponents and for them to tackle you, meaning most of 
the time you’re absorbed in midfield scrapping or simply trying to hoof it up the 
pitch. Not only is this obviously frustrating it also makes playing the game incredi¬ 
bly boring, and in the age when footy sims are actually starting to catch some of the 
magic of the game this is a sorry sight to see. 

SCORES 

PRESENTATION 72% 

GRAPHICS 68% 

SOUND 62% 

PLAYABILITY 47% 

LASTABILITY 45% 

OVERALL 48% 

MICKEY MANIA 

BY: SONY IMAGESOFT 
PRICE: £49.99 
CART SIZE: 16-MEG 
PLAYERS: 

Mickey games all follow a set pattern - one that this new release follows to the letter. 
First of all, he stars in platform games which generally involve him jumping about, 
using some area below his waist to dispose of meanies. This may be his bottom, in 
the now infamous “bottom bounce” or in Mickey Mania’s case, the feet. But, lest we 
forget, Mickey has arms, which invariably get used for swinging on things or throw¬ 
ing small spherical items at his enemies. Yes, in terms of originality, Mickey Mania 
is a bit of an old duffer. However, Mickey games always have incredible graphics 
and decent playability - so it’s good to see liberal quantities of both in this latest 
game. 

Oh, there is a plot as well to think of it. Something involving the plucky rodent trav¬ 
elling back into his own past (that is, his movie cartoon career), recruiting versions 
of himself in order to battle some kind of incredible evil whilst avoiding Richard 
Gere. All except the last bit. We made that up. 

RICH 

I must admit that the graphics in this game are excellent. Disney’s animators have 
done a superb job in bringing Mickey to the Super NES and the results are far supe- 
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nor to any Mickey game seen on any system before. It’s also nice to see a bit of vari¬ 
ety in the game as well - from the rafts and trolleys through to the rotating tower and 
great 3D moose chase section. However, the game is pretty sedate and doesn’t offer 
much in the way of genuine excitement. Much (make that too much) of the game’s 
charm lies in its graphics. The same can’t be said of games like The Lion King, 
Earthworm Jim and of course Donkey Kong Country - all of which I’d recommend 
you take a look at before Mickey Mania. It’s a nice game, but in the platform genre, 
there are many worthier titles. 

SCORES 

PRESENTATION 80% 

GRAPHICS 92% 

SOUND 85% 

PLAYABILITY 86% 

LASTABILITY 83 % 

OVERALL 85 % 


MORTAL KOMBATII 

BY: ACCLAIM 
PRICE: £59.99 
CART SIZE: 24 MEG 
PLAYERS: 1-2 

Mortal Kombat II comes with six entirely new characters to take control of, and an 
extra in the shape of Reptile who appeared as the mystery character in the Pit Stage 
of the original. So, with seven in all, there are loads of new moves to learn and 
enjoy. 

Make love not war the saying goes, and it’s a sentiment that the programmers seem 
to have taken a little too much to heart. Now, rather than destroying their opponent 
in a moment of gory self-satisfaction, competitors are free to show mercy and 
attempt a reconciliation with a Friendship move. This could be one of many things. 
Johnny Cage offers a signed photograph of himself and Kung Lao does a little disco 
dance! Hey, this is the carin’-sharin’ 90’s , you know! 

Like the Friendship scenario, the Babality move simply offers some comic relief at 
the end of a scrap. Providing a fighter doesn’t use any kicks in the second round and 
providing they’re victorious, their opponent is reduced to life in nappies, simply to 
remind us that in the end we’re just babies man and to, like, respect our “inner 
child”! 

Thoroughly disregard all the above - its for wimps. What any self-respecting 
Kombateer wants to do to finally settle a scrap is to tear the other bloke’s arms off 
and watch the blood squirt feet into the air - or worse! Yeeaahh!! Damn fine job, 
then, that MKII is not like the wimp-out original and is full to the bloody brim with 
gory fatalities so-oo horrifying that even Gary Harrod had to hide in the lav! 
Witness, if you dare, Reptile who yanks your unfortunate head off, or Kung Lao’s 
Hat Toss that’ll leave you in tatters - literally. My personal fave is Mileena’s - she 
sucks you in and spits out only your bleached bones. Ohh yesss! 


ROB 
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Wow this is a lot of fun! With the all new characters and even more moves to master 
there’s plenty here to make it quite different from the original. Not only this though, 
it’s a more or less perfect conversion of the coin-op which means it not only has the 
hidden characters, but that the blood is back! Witness the gore in all its cherry red 
frivolity and enjoy the fatality moves in their full glory! It also means that we won’t 
have endless phone calls from people asking for blood cheats! Hurrah! 

ANDY 

I love this game! It has a bevvy of chilling new characters, luscious backgrounds, 
crisp samples, marvellous malicious moves and talk about gore!! The blood literally 
drips from the screen, as well as your thumbs. The gameplay is simple and satisfying 
enough to get into immediately, but long-term play genuinely reaps rewards as the 
trickier moves are mastered and the hidden characters are found. Its very challenging 
too with an end-of-game guardian to make Goro look like a boy-scout. Acclaim have 
got a classic on their hands. Better than Super SF2 in my book. I love this game. 

SCORES 

PRESENTATION 90% 

GRAPHICS 93% 

SOUND 90% 

PLAYABILITY 94% 

LASTABILITY 92% 

OVERALL 94% 


MUSCLE BOMBER 

BY: CAPCOM 
PRICE: £55.95 
CART SIZE: 24 MEG 
PLAYERS: 1-4 

Capcom know when they’re onto a winner, hence the appearance of the Muscle 
Bomber/Saturday Night Slam Masters coin-op. Wrestling games are always popular, 
so Capcom took the genre and added a few Street Fighter aspects in order to make 
what is arguably the best example of the wrestling game to date. 

This 24 MEG mega-game has it all. You want loads of characters to choose from? 
Muscle Bomber has ten! You want four-player action? This has it (if you own a 
multi-tap, that is). You want no slowdown whatsoever? None here! 

Include loads of Street Fighter-style special moves and suchlike and what you have 
is one really decent game. 

In all, there are ten different characters to control in Muscle Bomber. Each has their 
own special moves and bizarre techniques . Oddly enough, in one-player mode, you 
only have eight grapplers to choose from (you get all ten in the tag-team mode). The 
other two guys are “boss” characters you face after you’ve slapped all the others 
about as only you can. 

RICH 

Forget all the WWF games on the Super NES, Muscle Bomber, with all its 24 MEG 
excitement is ten times better. The actual grappling action is similar to WWF, but the 
addition of Capcom’s secret SF2 formula (special moves, combos etc) makes this 


49 


one decent game. The characters are excellent as well, each with their ow s^ngths 
and weaknesses. It’s also good to see characters from the Capcom “faimly , like 
Haggar and Guile’s Bro’ appearing. This game is a real riot - especially m four-play- 
er mode, and I highly recommend it. 


PAUL 

Imagine the incredible possibilities with a game featuring characters simlar to the 
heroes of Street Fighter 11 competing four at a time, and that’s Muscle Bomber. Why 
on Earth nobody’s shouted about this game before is beyond me, because it s incred¬ 
ible! OK, so the action always takes place in the same arena ai^ the musical accom¬ 
paniment isn’t of the same irresistible standard of the greatest Capcom titles, but the 
game play.. .Phwooar! Muscle Bomber doesn’t depend on the hammenng of buttons 
Ld hopi4 for foe best, or being miserably satisfied with a b^ch of characters who 
look different but share exactly the same special moves. No. This game requires 
skill and lots of it. So, although it is possible to enjoy the action at a very basic 
level, more experienced players are sure to find greater satisfaction in learning each 
and every secrS special move and roundly trashing up to three fnends m a Muscle 
Bomber frenzy!!! Excepting Super Bomber Man II, there isn t a more e^^iting four- 
player game available. Somebody snap this one up for official release - and quick. 


SCORES 

PRESENTATION 90% 
GRAPHICS 91% 
SOUND 89% 
PLAYABILITY 89% 
LASTABILITY 91% 
OVERALL 90 


NBA JAM 

BY: ACCLAIM 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-4 

Who would have thought some lanky basketball players could b^ge Street Fighter 
ir Turbo from the number-one slot in the coin-op charts? Yet this is exactly the situ¬ 
ation that occurred in the States recently, and the excitement is now spreading world¬ 
wide! Whilst Super Street Fighter is deservedly holding its own against s^ond-rate 
imitations Midway’s NBA Jam is attracting its own army of fans and Acclaim have 
decided it’s time we all wised up to the fact! 

As you might have guessed the machine takes a rather more exciting approach to 
basketball than most video-games. Rather than present the game with full NBA 
squads the game only ever has four players on court - two guards and two cenfres. 
However the men represented are chosen because they provide the most d^zlmg 
examples of how the sport is played. With Charles Barkley and Bill Laimbeer featur¬ 
ing amongst the star-spangled line-up it’s small wonder American kids are going 
crazy over this! Furthermore the impossible things these guys achieve make the 
game so intense and appealing. Ever seen a basketball hoop catch fire or a backboard 
smash from one almighty slam-dunk? Well now’s your chance with this awesome 
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Super NES conversion. We know you won’t forget this one in a long time! 

ON FIRE! 

Watching the players perform with such skill on court it’s no wonder they become so 
uncontrollably fired-up by the fruits of their prowess. After slamming three baskets 
in succession, without interruption, the player responsible is proclaimed: ‘On Fire’! 
From this point onwards the man’s abilities are permanently enhanced by turbo pow¬ 
ers and every ball dunked transforms into a mass of flame setting light to the basket 
as it passes through the hoop! On top of this light traces are seen trailing behind the 
ball as it heats up, following wherever it is thrown! Unfortunately a player’s fire is 
doused when the opposing team score. Tut! 

HAPPY FEET 

As if all the excitement of regular basketball isn’t enough for the ecstatic crowds, the 
players have a few surprises tucked inside their Hi-tops too. New and improved 
playing skills are afforded the players courtesy of a Turbo boost to their abilities. 

This serves to greatly enhance many areas of their already stunning repertoire and 
such antics are always preceded by a player’s shoes glowing a different colour: 
RUSH: Turbo-boosted players’ first advantage over their competitors is that of 
speed. Increased velocity permits them to escape the attention of point guards or 
steal from the centres before they even get near the basket. 

SHOVE: Even when not in possession of the ball players still benefit from a boost. 
By having them charging into others it is possible to clear the way for team mates or 
even force a steal. 

PASS: Speed is of the essence when passing the ball and a turbo pass invariably 
guarantees a play that none can intercept let alone anticipate. 

ULTRA-JAM: Otherwise known as a ‘rim-rocker’ an Ultra-jam is a slam-dunk per¬ 
formed at turbo power. Occasionally such assaults on the back-board cause it to shat¬ 
ter into pieces! It’s unbelievable! 

QUARRELLING QUARTET 

The wonders of NBA Jam never cease! Not only is the game superb in one-player 
mode and amazing in two-player co-operative or team play but the four-player 
option is positively unbeatable! With four individuals being responsible for the NBA 
stars the action becomes unbelievably intense. It is with hearts pounding and temples 
throbbing that four-player games take place. Large volumes of adrenalin are required 
to support the high level of concentration needed to outwit opponents and maintain a 
high level of performance throughout the gruelling matches! You can do it! You can 
do it! 

PAUL 

It’s difficult to convey the level of excitement NBA Jam instils, other than by 
acknowledging its Street Fighter II forsaking qualities. Thanks to its original 
approach to the basketball theme any risks taken in abandoning total accuracy for a 
pure thrills title pay off in large amounts. Though only four NBA stars feature on 
court at a time they out style all their console contemporaries! As with their remark¬ 
able conversion of Mortal Kombat, Acclaim justify the visual impact of this Midway 
coin-op in re-creating almost every contributing factor to the game’s deserved cult 
success. All that’s missing is a couple of sampled crowd effects and the close-up 
scaling of the players, otherwise the game looks and plays exactly like the coin-op - 
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which is incredible! However hard they try other basketball titles just don’t seem to 
capture the exhilarating speed and spirit of the game. NBA Jam not^ly does this 
but turbo-boosts the action into something absolutely breathtaking. This is a real 
feel-good game and a must for all Super NES owners, no matter what your gaming 
preferences! 


DAVE 

You can always tell when an exceptional game arrives in the office because Paul 
starts foaming at the mouth proclaiming it his sole reason for living. Now with NBA 
Jam I understand what he goes through...Its amaaaaaaazing!! ■ . 

Not only does NBA have the best sound, graphics and animation I ve seen in a long 
time it also offers up to four players a totally unique and rewarding way of 
hoops with its vast variety of special throws. Though not that ^ j 

give the same type of satisfaction and long lasting appeal as, say, St^t Fighter II. It 
has that same special gameplay ingredient that really 
complete control over your player. There is also the added ^"us of 
Multitap matches where winning depends on interaction rather than hogging the b 
to yourself (like Andy). NBA is without a doubt the best sports game I ye played in 
yeL. ‘Forget the rest and get the best’ as we say...sometimes. It s utterly jamtas- 
tic...dribble...foam., jant!!! 


SCORES 

PRESENTATION 91% 

GRAPHICS 91% 

SOUND 92% 

PLAYABILITY 93% 

LASTABILITY 90% 

OVERALL 92% 

NBA LIVE ‘95 

BY; EA SPORTS 
PRICE: £49.99 
CART SI2E: 12 MEG 
PLAYERS: 1-5 

Forget American football and baseball, basketball is the only Yank game worth a 
damn. Combining both skill, stamina and grace it’s got everything for the stalwart 
and flash harry alike. Split into four quarters basketball is a matter of getting the ball 
in the opponent’s basket. But, like life, it’s just not that simple. Block, steal, use a 
man-to-man or zone defence, go for dunks or three-pointers - the options are end- 

NBA Live 95 goes for the realistic edge with fiill team matches between any two 
squads in the NBA. All of the NBA stars are there and competitors are free to play a 
whole season if they wish or just play for fun in the Exhibition mode. With the aid of 
the multi-tap, NBA Live 95 can accommodate up to five players so you have the 
chance to get a whole team together! 

ANDY , , - 

At last a fully comprehensive Basketball sim that includes absolutely everything tor 
every kind of basketball fan - whether they be jam-hungry air-heads like me, or sali- 
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vating stats monsters dedicated to improving their field goal averages. Remarkably, 
all this is done without getting in the way of the game, and things like Defensive 
Fouls are dealt with swiftly or, better still, can be turned off entirely leaving players 
to jam, steal and foul to their hearts’ content. Of course all this would be nothing 
without the gameplay which is totally fab! The control method is very reminiscent of 
FIFA soccer with a star denoting the player currently under your control. But by far 
the most ace feature of NBA Live 95 is the realism of the play - it is ultra smooth, 
very controllable and with skill it is possible to put together some really awesome 
plays that you can review endlessly thanks to the rewind option. Oh I nearly forgot - 
five of you can join in too - it just gets better. Buy this game! 

ROB 

Sports sims are often a matter of taste. If you like the game you’ll like the game - 
providing the programmers have done a good job that is. But, with NBA Live 95 
even people who don’t know the difference between basketball and netball couldn’t 
fail to get into this. EA have pulled off a ‘swisher’ here, capturing everything that’s 
exciting and cool (let’s face it, there’s no other sport better for some flashy posing) 
about the game, including of course the atmosphere provided by amazing animation 
and sound effects. Without question, this is a game that has an inexhaustible quality 
in multi-player, and an almost inexhaustible quality in single player as well, incorpo¬ 
rating a whole season and the knockout series on top of the one-off exhibition. A 
must-buy for basketball fans and a useful way of making new ones. 

SCORES 

PRESENTATION 90% 

GRAPHICS 91% 

SOUND 91% 

PLAYABILITY 92% 

LASTABILITY 92% 

OVERALL92% 

NBA SHOWDOWN 

BY: EA SPORTS 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS:l-2 

Basketball is the fastest, most action-packed sport in the world and nowhere moreso 
than in the NBA league of the USA. NBA Showdown, EA’s latest offering, gives 
you and a chum the chance to share in the glamour in either pre-season games or the 
full season’s worth of matches in an effort to win the coveted World Championship. 
There you are, it might not have been very funny, but at least you’ve learned some¬ 
thing. 

A NICE FAT DUNK 

Have you ever noticed that most sports people are just plain ugly? A bit like most 
magazine journalists really. The same is true for top Basketball players, and whilst 
their mates are out enjoying themselves, these sad individuals spend hour after hour 
on the court perfecting their art. The results of their penance is seen here in what is 
bizarrely referred to as the “Marquee” shots. Each team has a star player, presumably 
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the ugliest, who has dead flashy way of sinking the ball. This is best performed with 
the player in question in front of the basket and a timely press of the Y button. 
Witness Shaq’s ‘Gorilla Slam’, Jordan’s ‘Kiss The Rim’ or, amongst a whole host of 
others. Mourning’s ‘Double Hand Pump Two Hand Slam . All testament to many 
lonely'hours practising when they should have been out snogging girls like the rest 
of us. 


ANDY , „ ^ ^ 1 * 

What annoys me about a lot of sports games is that they re all too damned real, too 
much attention is paid to piffling details - like rules for instance - and too much 
importance placed on player/game stats, when all you really 

abOTt the plLe scoring outrageously. This is just the problem with NBA Showdown. 
There’s just too much time spent faffing about setting up the game and then you ve 
got the hyper-annoying rules to deal with - the refs give out penalties like they re 
going out of fashion breaking up the flow of the game - which is a shame because 
die game itself is pretty decent. The players look good, move fast and respond well, 
all the big names are in there and they’ve all got their special M^quee shots too. 
The passing system is fine too, and once you get your head around the fact you can 

select any player on the pitch, things get better. 

Yes, every, and I mean every, element of the game is here - warts and all, and I sup¬ 
pose there are probably a lot of people out there who really get off on ^ort of 
realism and, as such, NBA Showdown is the best product yet for that. Unfortunately 
I’m a bit of a 90’s techno-moron and find it all a bit of a bore. I think 111 wait for 
NBA Jam instead. 


This is a no nonsense approach to presenting basketball on the Super ^S. Of 
course, given the extensive lists of statistics, it is possible to become bogged down 
with substitutions when considering each of the players’ strengths and weaknesses. 
Yet this only occurs when playing simulation matches and is, in fact, an element that 
adds a great deal to the gameplay. Equal reward is gained from successfully manage¬ 
ment of teams during simulation as it is from skillful control of the players on court. 
Games are won or lost depending on the health of a team and players benefit from 
taking advantage of such features. Such statistics make up for the rather hit and miss 
nature of the actual on-court action where points scored are generally down to luck 
rather than the player in control of the action - not withstanding the skill involved 
when setting up shots for team members of course. It’s odd that passing plays are 
restricted only to players who are visible on screen, making some tactics impossible 
- completely stupid in fact - but, on the whole, this is a great game. The inclusion ot 
trademark moves makes for some exciting moments and control is as instinctive as 
in all EA basketball games. Which raises a question - why another one? 

SCORES 

PRESENTATION 88% 

GRAPHICS 84% 

SOUND 82% 

PLAYABILITY 85% 

LASTABILITY 86% 

OVERALL 84% 
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NHL STANLEY CUP 

BYrNINTENDO 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-2 

There is a prize, legendary amongst the fierce ice tribes of North America. A prize 
whose, um, sheer legendossity has lead many in hopeful but ultimately disastrous 
quests in search of it. That prize is the mystical KeiA Cup - said to possess magical 
properties, like the ability to heal bruised knees and ease nasty underpant chafing. 
Alas, no-one’s actually found it yet so let’s concentrate instead on the much easier to 
find Stanley Cup - the ultimate accolade in the world of Ice Hockey. Yes, every year 
the finest teams in the NHL compete in a gruelling 84 game season before going into 
the playoffs for the much-coveted Stanley Cup, where the magnitude of the competi¬ 
tion goes right off the scale. Now, thanks to Nintendo, you puck-happy players out 
there have the chance to get your mittens on the trophy too. I give you NHL Stanley 
Cup. Thank you. 

ANDY 

The first thing to grab you about Stanley Cup is the constantly rotating Mode 7 play- 
field which in terms of its actual implementation works pretty well - fairly smooth 
and complemented by good animation. Alas, in terms of gameplay it adds very little 
and confusion is the name of the game given that it rotates every blessed time pos¬ 
session changes and it’s not always clear who is in possession or even where the 
puck is. However, once you get your head around this and get to grips with the con¬ 
trol technique Stanley Cup is not a bad game - all the usual options are there includ¬ 
ing the one that lets you turn the penalties off and all the Teams in the NHL are rep¬ 
resented. It’s relatively speedy too. Unfortunately it’s still the devil’s own job to 
score goals and this is not helped by the confusing rotation and the ever-present 
unresponsive inertia that dogs most games of this sort. Overall Stanley Cup is okay 
and certainly shows off your machine but I’d go for EA’s NHL ‘94 instead. 

SCORES 

PRESENTATION 85% 

GRAPHICS 86% 

SOUND 86% 

PLAYABILITY 80% 

LASTABILITY 85% 

OVERALL 82% 

NHL’94 

BY: ELECTRONIC ARTS 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-5 

Shy, retiring types beware for last season’s NHL teams are back on the Super NES! 
Yes, at Electronic Arts’ behest a large contingency of the most brutal participants in 
sport are clacking and smacking their savage way onto a Super NES near you. 
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Aieee! Mother! u*- • 

Actually the lads have calmed down a bit since they last took to the ice: Fighting is 
excluded from the picture now as are horrific accidents sometimes witnessed on the 
rink. Regardless of omissions, the latest arrival in an outstanding series of sports 
titles is here, supposedly playing better than ever! Speed is reputedly increased and 
there is an assortment of seventy different organ tunes to amuse the spectators and 
encourage harmony on the ice. Improving such a winning formula is a chilling 
prospect but one EA seem ever prepared to face - albeit with protective masks, 
gloves and shinpads. So, does NHL ’94 receive a beating or does it get off lightly 
with chapped fingers and numb feet? There’s only one way to find out... 

nVE A SLIDE ^ , 

The coolest option in the entire game allows five players to team up and conipete 
against the computer! This works very well indeed as team meinbers are easily kept 
in view of the players in control. In making full use of this facility the fate of chosen 
teams rest entirely in players’ hands as there are only six men on a team! 
Consequently there’s no room for hopeless tacticians whose only strategy is hogging 
the puck with the first man available, endlessly sending slap shots down the nnk. 

Until a twelve-player adaptor happens along Electronic Arts have completely ful¬ 
filled their obligations to their NHL license. The inclusion of a five-player facility 
expands the appeal of an already superb game: Forget the old two-player team-mates 
option, this is real co-operation now! Some might find the omission of the fighting in 
‘94 a disappointment, yet this is an option often ignored in previous versions any¬ 
way. Basically anything lost in the transition from ‘93 to ‘94 is replaced by some¬ 
thing more worthwhile - all excepting the organ music which doesn’t account for 
much! The action is as smooth and adrenalin inducing as ever with the usual instinc¬ 
tive nature of control serving the gameplay well. Got a muliti-tap in the house? Get 
NHL ’94! 

ANDY 

What a great game this is. It’s fast, controllable, instinctive and, alwve all else, smart 
fun to play. All the stuff that usually annoys me about other such licenced games, 
endless pre-game stats, annoying quirky penalty systems etc, is either turn-offable or 
doesn’t get in the way of gameplay anyway - it’s just good old tum-on, pick yom 
teams and get skating stuff. What a shame then that this is another pnme example ot 
EA “doing a Madden”, ie releasing the same game every year. Actually, it’s not 
quite the same - EA have included a completely brilliant four-player option. They’ve 
probably included a load of other stat-related stuff too, but I quite honestly couldn t 
give a puck about that. When all’s said and done, though, it’s still just too damn siin- 
ilar to the original NHL, four-player option or no. So, if you’ve got the original NHL 
and can live with just the two-player game I wouldn’t bother. But if you haven’t, get 
yourself a multitap and go for it. 

SCORES 

PRESENTATION 89% 

GRAPHICS 86% 

SOUND 84% 

PLAYABILITY 87% 
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LASTABILITY 89% 
OVERALL 87% 


PAC ATTACK 

BY: NAMCO 
PRICE: £39.95 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Pac-Estates construction site is at a stand still with workers looking as though 
they’ve all seen ghosts. In fact one on-looker remarking as much struck the rivet 
right on the head - the site IS over-run by spooks! Sadly Ghost-busters exist only in 
the cinema which just leaves a very real hero of the early eighties to swallow this 
problem whole. Cue the return of Namco’s foremost video-game personality - Pac- 
Man! 

Pac-Man’s task is simple - he is offered all he can eat as reward for keeping Pac- 
Estates clear of ghosts - an arrangement which works out very neatly indeed since 
the two go pretty much hand in hand. You see eating ghosts is what Pac-Man loves 
best. By scoffing them all Pac-Man clears the way for lines of girders to form, 
enabling construction to continue and workers to live without fear of spectres inhab¬ 
iting their lunch-boxes! 

There are three game types. The first is a standard Tetris-style puzzle-game in which 
progression is made by amassing as many lines as possible whilst Pac-Man. gobbles 
the ghosts blocking the gaps. 

Two players are catered for in a versus mode, pitting friends against each other in a 
race to win three games. Obviously such competitions become more exciting as a 
player’s skill increases. A good training ground for the first two options is found in 
the last variation - a puzzle game, reminiscent of the one seen in Yoshi’s Cookie. 
This serves as a progression through increasingly difficult, single-stage challenges in 
which the number of Pac-Man’s appearances is limited. 

Namco present Pac-Man well within the confines of a genre that usually suffers in 
terms of glamour. The ever-expanding clique of puzzle-game fanatics are sure to 
happily devour this admirable twist to the Pac-Man. theme. As to how much appeal 
this title has to those who are happy with just one mind-boggler in their collection is 
less clear as there are others better. Nonetheless this one is cool. 

SCORES 

PRESENTATION 79% 

GRAPHICS 78% 

SOUND 78% 

PLAYABILITY 83% 

LASTABILITY 80% 

OVERALL 81% 


PINBALL DREAMS 

BY: GAMETEK 
PRICE: £44.95 
CART SIZE: 8 MEG 
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PLAYERS:l-2 


There I was, lying on a long, sandy beach in the Caribbean, sun beating down relent¬ 
lessly. In the distance a woman appears, silver dress shimmering in the haze of the 
afternoon heat. She approaches. She’s gorgeous. She opens her mouth to speak to 
me. Then I wake up and I’m being spanged around a pintable at ferocious velocities 
- and boy, does my head hurt! 

Pinball Dreams, eh! Tee ho! Okay so it’s the most feeble introduction I’ve ever writ¬ 
ten, but you try an introduction on a pinball game. I mean, it’s pinball - right? There 
are’t many of them around and pinball dreams is the latest on a short list, courtesy of 
Gametek. But just how dreamy is it? Read on you spheres.... 

ANDY 

This is a very straight conversion of pinball, there are no hidden games or bonuses 
that take advantage of the format as, say, Jaki Crush does. But this is no bad thing, 
there are four tables and none of them are a pushover, and it has quite the most real¬ 
istic ball movement I’ve seen yet. In fact there’s little to really fault this on other 
than that the ball seems a tad on the small side, the flippers a bit weak sometimes, 
the gap between the flippers a bit wide and the fact that all the tables are a bit 
unimaginatively laid out. Hmm, that’s quite a lot actually. But seriously, this is a 
good, no frills pintable game, so if you’re into that go, with my blessing, for this my 
son. 

SCORES 

PRESENTATION 75% 

GRAPHICS 88% 

SOUND 80% 

PLAYABILITY 86% 

LASTABILITY 90% 

OVERALL 85% 


POCKY AND ROCKY II 

BY: NATSUME 
PRICE: £45.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

For those of you not familiar with the original Pocky and Rocky, here’s a little 
refresher: it was titled Ki Ki Katai in Japan but over here it went under the name of 
Pocky and Rocky. Pocky is a typically cute little warrior girl and Rocky is her rac¬ 
coon companion. Together they explored their eight-way scrolling landscape blast¬ 
ing away suspicious characters and helping each other out in true buddy-buddy fash¬ 
ion. 

Except for a few changes, the sequel is pretty much the same kettle of fish. Two new 
chummy characters have been introduced, and there are new enemies to take on and 
even harder bosses to deal with than the original could boast. Our heroes are still in 
possession of a variety of attacks, utilising their weapon throwing powers and sword 
skills. They even get self-sacrificial, throwing each other into enemies when the 
going gets tough!. 
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To call Pocky and Rocky II a two-player game is, in fact, a bit misleading. Player 
two is in fact a subordinate character. His appearance in the game and his activities 
are ultimately at the whim of Player one. While Player one has the ability to throw 
his/her partner at enemies. Player two can’t return the favour. Also, whether the 
game is in one or two-player, it is always a matter of Pocky and a partner. This is a 
bit of a shame really because it limits the scope of the game somewhat. 

ROB 

Like Pocky and Rocky this is excellently put together. While the action style doesn’t 
vary enormously, you’re so caught up in the action itself that it doesn’t matter. Like 
the original it’s very smooth and responsive, although on a few occasions it suffers 
from slowdown. And like the original it’s incredibly tough, something that really 
fuels its addictive qualities. But the one area in which the sequel does disappoint, is 
its half-baked two-player option. Why characters don’t have equal capabilities is a 
mystery to me, and the one source of frustration in this pme. It is this that makes it 
essentially inferior to the original. The fact that it contains two extra characters is 
spoiled by not being able to use them independently of Pocky. Veteran players might 
admire its toughness but the strange two-player option prevents it from attaining 
classic status. 

ANDY 

This is a bit of a let down after the fabbo first effort. This is a real shame as the 
graphics are every bit as crisp, as much imagination has been given to level layout, 
the gameplay is as responsive, there are two new characters to play as and the chal¬ 
lenge has been upped and then some! It is all let down by the two-player mode. 
Whereas the original made for thumb-blistering simultaneous two-player blastathon, 
the sequel condemns the second player to be the slave of Player one - who is always 
Pocky. Granted, Player two has the choice of three characters each with unique 
attacks, but there is no option for them to upgrade their weapons, collect health-ups 
or generally interact with any of the “good stuff’. Worse still, if Pocky buys the farm 
it’s curtains for Player two too, and if Pocky so wishes she can pick use Player two 
as a missile which is certain death. Grrrr! Having said all that, I would still have no 
hesitation in recommending this otherwise high-quality product to solo gamers in 
search of a decent challenge. Or those with little sisters or brothers who don’t know 
any better. This is probably the World’s first 1 1/2 Player game! 

SCORES 

PRESENTATION 80% 

GRAPHICS 90% 

SOUND 88% 

PLAYABILITY 92 % 

LASTABILITY 87% 

OVERALL 87% 

POWER DRIVE 

BY: U.S.GOLD 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-8 
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It’s always the same. No matter how many hours you put in trying to convince your 
dad that a Porsche 911 would be the more appropriate family car, he’ll always plump 
for the Astra or the Sierra with the comment that it’s a ‘sensible motor’. Strange then 
that it’s always the ‘sensible motors’ that turn up in rallies. Is it part of a ‘dad con¬ 
spiracy’ to convince their children to accept the family car? Perhaps... 

Whatever the reasons, rally driving is the concern of Power Drive, be it in classic 
Mini Coopers or ultra-modem Sierra Cosworths. There are eight locations in all that 
see drivers tearing through the desert, forests, wet country roads and snowy moun¬ 
tains. Earn money to repair the car - or even buy a new one if the cash is rolling in! - 
take on another driver and test your basic manual skills with the help of a traffic 
cone or two. Make it fast too bwause with every course the clock is ticking away. 
What with tough courses, high speeds and poor road surfaces, cars are bound to suf¬ 
fer a bit of wear and tear. At the beginning of each new race, players have the chance 
to spend some money repairing the condition of the engine, the tires, shock 
absorbers, the geartrain and spotlights. Money is earned by qualifying for a race 
(although there’s also an entrance fee to pay) and also by the pick-ups available, dot¬ 
ted about the course during a race. 

ROB 

Not so much a racing game this as an effort to create a racing sim. There’s been 
much gossip about the programmers popping off to experience a bit of the real thing 
before getting to work on Power Drive and it certainly notices. This is the kind of 
game that requires a good deal of patience to begin with. The steering is tough to fig¬ 
ure out and crashing (unbelievably!) really does have adverse effects on the perfor¬ 
mance of the car. The responsiveness is in fact very sensitive and this is something 
that gets frustrating early on when so much as veering towards the edge of the track 
causes the car to severely slow down. But, once I started to get the hang of things. 
Power Drive had a really addictive quality, something that is fuelled by the level of 
challenge in this large and tricky game. It has to be said that a game like Power 
Drive has a very specific appeal, but to those with a pretty open mind and patient 
hearts it’s a winner. 

PAUL 

Power Drive looks and plays very differently from every other motor-racing game 
on the Super NES, and is far better off because of it. It presents a new style of game- 
play and, with it, places new kinds of pressures on a player’s skill and determination. 
Though only one player can compete at a time, just like Stunt Race FX the real chal¬ 
lenge is aiming to beat the course times of friends. The simple pleasure of qualifying 
for the next round soon becomes nothing compared to the fierce necessity of devel¬ 
oping flawless cornering technique and the ability to control a car out of a spin out. 
Skill tests highlight a driver’s flaws to an embarrassing degree, but only until a good 
technique is developed and success brings a smug grin. Though it might appear 
Power Drive isn’t for everyone, everyone I know who’s played it hasn’t b^n able to 
stop! 

SCORES 
GRAPHICS 86% 

SOUND 81% 

PLAYABILITY 90% 

LASTABILITY 90% 
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OVERALL 90% 


POWERFUL PRO BASEBALL 

BY: KONAMI 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 2 

Before Super Tennis there was a care less attitude towards racket-and-ball video- 
games. Likewise the John Madden Football series has done much to create excite¬ 
ment for American Football. Until now, no-one had good enough reason to enthuse 
over Baseball. However Powerful Pro Baseball from Konami definitely opens the 
eyes, if not ears, to the sport! 

As the name implies Powerful Pro is an extremely accurate sports simulation featur¬ 
ing authentic teams from both Japanese, pro-baseball leagues. The fun element is 
introduced by means of cute, rounded characters and comical animation. However 
the cart’s biggest selling point is its phenomenal sound-effects system. 

In Powerful Pro Baseball a special technique is used to make the game not only look 
superb but sound unbelievable too! It’s called ‘Response Sound System’ - RS for 
short. Before the game starts players are given the option to select a running com¬ 
mentary and/ or advice from the chosen team’s coach. What this amounts to is a lot 
of excited ranting in Japanese from all comers of the ball park - including the addi¬ 
tional voice of a female announcer. Apparently the voices featured are those of well- 
known Japanese sports presenters! On top of all this feet stamp in the stands and 
sirens blare; whistles blow and voices cheer loudly. Hearing is still disbelieving! 

PAUL 

The Japanese press are going completely crazy over this game! The monthly, 
biweekly and weekly magazines are all covering the game extensively and very 
excitedly within their expert pages. Now NMS is set to follow suit because it’s that 
amazing. Undeniably the game’s biggest feature is the staggering sound system, 
serving to create the most believable sports atmosphere ever. There is no doubt that 
Konami’s new Response System really does work! A unique, visual style that is 
endearing in its cuteness whilst still allowing for great attention to detail, works per¬ 
fectly too. Life explodes from every comer of the game. It’s seen bursting from the 
player’s comical antics on both the playing field and the presentation screens. They 
fall flat on their back-sides in a daze, scratch their heads in confusion and dodder 
dizzily much to the amusement of players and spectators alike. As with all the best 
sports simulations, Powerful Pro is decked out with many customisation features, 
allowing for adjustments before entering into heated two-player or frantic, stress-rid¬ 
den season games. Upon leading the teams to bat or pitch instinctive, fluid control 
acts as the perfect interface between player and team. Just as Super Tennis is a clas¬ 
sic Powerful Pro is a priority one, super essential, got-to-have-it. Grade A, home ran 
of a sports title! 

ANDY 

This game is absolutely brilliant! It has done for the sport of baseball what NBA Jam 
has for basketball - made it tremendous fun to play. TTiis is done mainly via the use 
of cute, expressive sprites that just exude personality coupled with excellent music. 
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noises and speech giving the whole proceedings probably the best atmosphere in any 
sports I’ve seen. All this would be as nothing if the gameplay wasn’t up to much but 
fortunately it is. A simple-to-understand method is used for pitching and batting giv¬ 
ing rise to an almost infinite variation of throws and shots. Fielding too is a dream 
with the four buttons each representing one of the bases, although the outfield play¬ 
ers are a little slow if they’ve a long way to run. Don’t let the cartoon graphics fool 
you either, this game has all the depth you could possibly wish for with bags of play 
options all similarly laid out in an easy to comprehend an amusing manner. And it’s 
no push-over either - your team is bound to get completely drubbed by the computer 
opponent for the first few matches at the very least. I can’t say enough about it - I’m 
completely bowled over by this game. Come on Konami, give it an official release 


SCORES 

PRESENTATION 93% 

GRAPHICS 91% 

SOUND 94% 

PLAYABILITY 90% 

LASTABILITY 89% 

OVERALL 92% 

POWER RANGERS 

BY. BANDAI 
PRICE: £54.99 
CART SIZE: 16 MEG 
PLAYERS: 1-2 

Observe the Viewing Globe. Rita Repulsa - AKA the Sub-Space Viper - is invading 
Earth’ The only person who can stop her is an Interdimensional Space Being named 
Zordon, only he’s trapped in another world with just a dippy droid named Alpha to 
assist him. Ayie-ayie-ayie! 

In his wisdom, Zordon summons five teenagers of outstanding ability to his 
Command Centre and warns them of what is to come. They must save the world of 
course, though not as themselves, but as the Mighty Morphin Power Rangers! 

Bandai have morphed the awesome television series into a seven-stage platform teat 
’em up in which you get to lead one of the five Power Rangers in a personal vendetta 
against Rita and her rabble of Stupor Villains. There’s even a special, secret stage m 
which two players may compete apinst each other as Megazord - the combined 
Power Rangers’ colossal battle unit. Morphinomenal! 


Strip away the colourful Power Ranger veneer and there is nothing truly spectacular 
about this game at all. In fact it’s terribly old fashioned - even in the tired old teat 
’em up scene. Still, even though the game engine is pretty limited, there are many 
brighter sides to consider. All five teenagers are selectable and all are rendered to a 
high standard. Plus they’re animated well enough to allow each individual s charac¬ 
ter to shine through. Such attention to small detail extends to the action where each 
Ranger’s skill is unique too. The presentation captures much of the excitement of the 
series too, so when Megazord finally shows up it really is a spectacular occasion - 
doubly so for fans of the television series. Bandai haven’t simply cashed in on the 
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Power Rangers’ success with this game - though obviously this is what they’re about 
too - they’ve made a genuine attempt at something vaguely special and the end result 
is pretty cool, though an affinity with the heroes does help. 

ROB 

Let’s get one thing straight. Whether you call it a kids programme, a cult series or 
whatever. Power Rangers is a huge pile of cack. Cleverly cheesy? Nope. Just crap. It 
is with this opinion of the show that I came to the game. Paul, an almost disturbingly 
fanatical fan of the show rightly says that it’s old fashioned. For me that’s the end of 
story. There’s nothing in the least original about this game and nothing particularly 
special about the characters either. Anyway, me and Paul are gonna decide it proper¬ 
ly by having a fight after work. 

SCORES 

PRESENTATION 77% 

GRAPHICS 78% 

SOUND 78% 

PLAYABILITY 79% 

LASTABILITY 76% 

OVERALL77% 

R-TYPEIII 

BY:IREM 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS:! 

It’s little known fact the the multi-tentacled members of the Bydo race run their lives 
parallel to those of TV and movie stars. For instance, whilst the womenfolk are a 
cross between Anneka Rice and Mrs Walton - and consequently manage to control 
the day to day challenges of the planet AND cook a mighty fine i»t roast - the male 
members of the species are akin to Dick Dastardly and that Marvin the Martian 
bloke from out of those old Daffy Duck cartoons. Whilst the women are by far the 
superior species on Bydo, sadly the race is soon to be extinct thanks to the power- 
hungry men. Time after time they invade other worlds in their ricketty old Wacky 
Racer-style starships, only to be thwarted thanks to a major design flaw in their plans 
or meddling humans. 

Now, however, the last-ditch Bydo attempt at universal demolition is in the hands of 
one Clunk the mechanic. Freshly recruited after the Bydo planet had seen his works 
in the newly-imported series. Stop The Pigeon, Clunk has built a fantastic variety of 
all-new ships for the Bydo warmongerers to send into battle. With this awesome new 
machinery at their disposal, surely nothing can stop their plans of conquest... 

LOOKS FAMILIAR 

Whilst R-Type III has indeed been massively revamped in terms of appearance, the 
basic gameplay is virtually identical to that of the original. Once again, the game is 
set across a number of horizontally-scrolling stages, across which the plucky little 
Earth fighter is moved. The assorted Bydo ships attack from all directions, and 
shooting the little ‘Hopper’ ships which also appear releases a power-up icon which 
is automatically added to the player’s ship when collected. In addition to these extra 
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weapon systems, though, the player is armed with a ‘Beam device which is pow¬ 
ered up whenever the firebutton is kept held down. A white bar at the bottom of the 
screen indicates the beam’s power status, but whereas in the original game the beam 
was fully powered as soon as the white line reached maximum, in R-Type HI it dou¬ 
bles back on itself - effectively doubling the weapon’s effectiveness and unleashing 
a massive fireball when released. 

GO ON, FORCE YOURSELF 

One of the R-Type fighter’s key devices is what Irem describe as ‘The Force.’ A 
shielding device which latches on to the front or back of the ship when the player 
collects the necessary icon. The Force allows the player to deflect any shots which 
hit the device, whilst it also acting as a secondary weapon system. Pressing the 
button also unlocks the unit, allowing the player to send it ahead to take out any p^- 
ticularly nasty Bydo warriors. Of course, this is a massively revamped version of the 
old coin-op and, as such, it’s only fair that ‘The Force’ has ben improved, too. 
Before the player is sent into battle, they are invited to select from one of three 
‘Force’ units, each of which endows the user with different abilities. 

SO WHAT’S NEW, THEN? ^ 

Whilst R-Type III sounds rather familiar to say the least, Irem have ensured that the 
many forms of Bydo attack add a little variety to the action. Aliens now whiz in and 
out of the screen, whilst large portions of substructure rotate using some clever 
Mode 7 techniques before letting loose with a massive laser cannon. In addition, you 
also have four-level parallax to contend with, with foreground detail occasionally 
obscuring the enemy attack patterns and making your task even harder. 

GUNNING FOR THE ENEMY 

In addition to ‘The Force’, your R-Type fighter can also take on a host of extra 
weaponry. Whenever a specific alien appears and is shot, they relinquish a coloured 
icons to add on to your ship: 

Hoopy Fire: A red icon arms your ship with a looping laser which covers a tairly 
wide angle. 

Clingy Bombs: Contained within the ochre icon, these resemble linked spaghetti 
hoops and shoot from the side of your ship before running along the walls and hit¬ 
ting any nearby gun turrets. . ,, u 

Diagonal Lasers: The blue icon gives you these, and the Diagonal Lasers are proba¬ 
bly the best of the bunch. These bounce off any solid objects and are useful for hit¬ 
ting any turrets which are hidden behind oncoming objects. 

Satellites: The sit either side of your fighter and add another laser cannon to your 
inventory. 

Speed-Ups: Doh! Guess for yourselves. C’mon, it’s not hard... 


Yes, the Super NES has already got stacks of scrolling blasters, but there has always 
been something a little special about the R-Type games as far as I’m concerned. The 
addition of ‘The Force’ idea gives it a slightly more controllable and skillful edge 
than most of its kind, and this third attack by the Bydo entry is the best of the bunch 
- better even than the R-Type II coin-op. Whilst not offering anything majorly new 
to the mix, this is basically a Jive Bunny version of the original with all the best bits 
repeated over and over again with a few new scratchy bits added to pad things out. 
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The new enlarged choice of weaponry is excellent, and Irem have also managed to 
improve the graphics without sacrificing the speed - a fault in the original Super 
NES R-Type. However, the graphics deserve a special mention as some of the Mode 
7 effects are nothing short of stunning, and add to the challenge immensely. A cork¬ 
ing blaster, and one ol’ Santa will no doubt be inundated with requests for. 

SCORES 

PRESENTATION 89% 

GRAPHICS 92% 

SOUND 79% 

PLAYABILITY 93% 

LASTABILITY 92% 

OVERALL 93% 

THE REN AND STIMPY SHOW - TIME WARP 

BY: THQ 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Everyone knows those moments. You’ve just had an argument, you’re thinking it 
over in your head and you suddenly realise something very witty, tough or spiteful 
you could have said if only you’d thought of it a couple of moments ago. But, as the 
Old Father says, that’s Time. 

Such bitterness haunted dear Ren and Stimpy until they made a fascinating discov¬ 
ery. Word has it that Muddy Mudskipper is giving away a free time machine in 
exchange for 47 million tokens of Gritty Kitty. As momentous a task as this may be, 
the naive oddballs set off on a search that starts with their back yard. And so begins 
an adventure that, in the very least, is bound to end in tears, and will inevitably see 
the lovable chums clawing at each others throats in mutual hysteria. Take it away 
Ren and Stimpy! 

ROB 

All too often great cartoon characters becomes hideous shadows of themselves when 
they arrive on consoles. It was with such trepidation that Ren and Stimpy was 
Jammed in and switched on. But, with a sigh of relief. I’m happy to report that the 
characters much loved on the TV get a pretty good showing in this game. For starters 
the graphics have ensured that both Ren and Stimpy look like their genuine selves, 
and the animation does the same, Ren acting like a nerve-worn bundle of bones and 
Stimpy sublimely ignorant as usual. The action itself is entertaining as well, retain¬ 
ing much of the wackiness of the duo. There are little aside games for example - the 
chance to engage in a space invaders (log invaders in this case!) for some bonuses. It 
also seems somehow fitting that this game is a lot better in two-player mode. Players 
can then work together with their team attacks and build up some sly rivalry by beat¬ 
ing each other up. Ren and Stimpy is certainly more likely to appeal to fans of the 
show, much of its entertainment value resting on familiarity with the cartoon, but 
even those who aren’t up on the pair’s antics should find something to like about this 
game. 

SCORES 
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PRESENTATION 80% 
GRAPHICS 82% 
SOUND 87% 
PLAYABILITY 85% 
LASTABILITY 80% 
OVERALL 84% 


RUN SABER 

BY; IMAGINEER 
PRICE: £44.99 
CART SIZE; 8 MEG 
PLAYERS: 1 

Run Saber. If every there was a name which completely and utterly summed up a 
game, this is it. The idea behind Run Saber simple in the extreme: RUN around the 
five levels killing anything that moves with your SABER. I suppose Saber Run 
would have done the job just as well, but Run Saber sort of rolls off the tongue that 
bit better. At any rate, you RUN with your SABER through a game which boasts 
nicely balanced gameplay and the added bonus of a two-player mode. Graphics do 
their job fairly well to convey the speed and urgency of the game, and your central 
character is a right hard little fella. Having said that, though, this is not the most dif¬ 
ficult slice of slash ‘em up action you’re likely to find. Even on its hardest setting 
Run Saber provides nothing more than a fairly decent challenge which experienced 
gamers will soon conquer. That’s a shame because the Super NES is seriously short 
on this style of game, and with appropriate tweaking Run Saber could have been a 
runaway winner. As it is, it’s a frontrunner in the ranks of the also-ran. 

SCORES 

PRESENTATION 80% 

GRAPHICS 80% 

SOUND 78% 

PLAYABILITY 88% 

LASTABILITY 82% 

OVERALL 85% 


SECRET OF MANA 

BY: SQUARE SOFT 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS: 1-3 

First the rain forests and now this - The fate of an entire civilisation residing on the 
welfare of an all-powerful tree! And with David Bellamy contracted out to rare tele¬ 
vision appearances only it appears the solution lies with an unknown, wholly inexpe¬ 
rienced horticultural hero to save the epoch. . ij n i 

The Mana Tree stands as the guardian of peace in a far off magical land. Recently 
the powers it represents are waning as the eight seeds that contribute to the suste¬ 
nance of Mana within this land have fallen into the cold clutches of evil. Fortunately 
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for all concerned the seeds are protected by powerful seals. 

seals crack under the pressure exerted by the evil forces to claim them, the world is 
destined to become a twisted and terrible place where only the wretched survive. 

This most intricate role-playing title caused a riot upon its release in Japan. Now 

of surprises. Allow NMS to introduce you... 

bflitv to safeguard each one and decide how valiant or timid *ey ar® “ „ 

SoS^veriS only one player share the msponsibility of all “ 

attXS provided to disirn their tactics for them. Represented as a four-by- 
Cr chiTemd'^uare it is used to decide whether or not alhes ^ 

approacWng or keeping away; attacking or guarding, or any combination of the 
in confrontational situations. 

^n®aSg S^conv™onal means - ie without the use 

^ctiv”of a character’s weapon is determined by a power-meter. Illustrated at 
to Snorofl screen to meter reaches full power over a time and remains ^ 
until an attack is made. The more a weapon is used the more effective a chara e. 
handling this weapon becomes. Each time this happens the meter extends and the re- 
Sge Le becoi^s greater as a result. Of courre so "'“h “,,,^1 

unwieldy in some instances but this is never a worry as the facility to adjust the level 
of power is available should to player so wish. Hurrah! 

BetoW and other such pompous terms that are best ascribed to en‘h“sing about this 
triumphant achievement. The Super NES is once again tr^^rted to the dizzy 
heights of graphical perfection as the second instalment of the Legend of the H y 
Sword - as it is known in Japan - spectacularly unfolds before hun^ eyes. Seeing is 
believing and playing is a dream, even the magnificence of Zelda III seems stale n 
comparison to the many incredible features found within this refreshing, exhilarating 
adventure. In fact it is wise to reserve a week off work, college or whatever else 
takes up the majority of your time just to play it. Nothing seems important when the 
Secret of Mana is at stake. The control of all three characters is wholly intuitive leav¬ 
ing players to explore, to their joy, the magnificent worlds contained within these 16 
Megs of phenomenal programming. Speaking personally I haven’t experienced a 
game with such depth and feeling ever. Though I haven’t completed the game yet - 
apparently there are around seventy solid hours of gameplay involved • I deter¬ 
mined to see this quest through to the end. An experience that I recommend to any¬ 
body who owns a Super NES. Something truly special has arrived. 


SCORES 
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PRESENTATION 91% 

GRAPHICS 92% 

SOUND 95% 

PLAYABILITY 92% 

LASTABILITY 90% 

OVERALL 94% 

SENSIBLE SOCCER 

BY: SONY 
PRICE: £44.95 
CART SIZE:4 MEG 
PLAYERS: 1-2 

The life of a dwarf is a hard one at best. Not only do they have to avoid Lancastrian 
pubs for fear of being thrown down a long corridor by a bunch of drunken ‘Dwarf 
Throwers’, but they also only ever to get to appear on TV as Oompah-Loompahs in 
BBC adaptations of Charlie And The Chocolate Factory or running up and down 
airstrips shouting ‘The plane, Boss, the plane’ in Fantasy Island. Hardly a happy 
existence. 

Still, at the end of the day, at least the little guys can find solace in the age-old game 
of Soccer - and now, thanks to Sony, we lucky Super NES owners can also join in 
the fun. With numerous teeny teams at your disposal, the basic aim is to take your 
chosen mini Melchester Rovers to victory in a series of cups and tournaments. 
Actually, the dwarf bit’s a lie, but the player graphics are very small and some peo¬ 
ple will do anything to try and raise a smile. Especially us. 

ST^E - 

Sensible Soccer is by no means a realistic soccer sim, but then again neither was 
Striker. What it is, though, is an extremely playable kickaround which looks 
extremely dated, yet has more addictivity than the likes of Super Kick Off, Goal!, 
and Super Soccer put together. Thanks to the excellent control system, passing the 
ball is a dream, whilst shots at goal require genuine skill - although luck quite often 
comes in to it, too, with opportunist diving headers winning many a match. 
Similarly, in terms of options there’s nowt really can touch this. Of course, there has 
to be a downside - and it’s the price. Granted, Sony have made a few improvements 
over the original Amiga game, but even so I still have a problem with the large price 
tag. Ah well, it’s great fun to play, but whether it’s over forty quids’ worth is up to 
you... 

SCORES 

PRESENTATION 90% 

GRAPHICS 71% 

SOUND 58% 

PLAYABILITY 92% 

LASTABILITY 89% 

OVERALL 90% 

SIDE POCKET 

BY. DATA EAST 
PRICE: £44.99 
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CART SIZE: 8 MEG 
PLAYERS: 1-2 

Side Pocket is an enhanced interpretation of Pool. Slip into Tom Cruise’s shoes and 
become a pool shark, making money, travelling the World and of course, playing 
pool. 

ANDY 

Pool is one of those games that’s better off being played for real than on console. No 
amount of digital fanciness can make up for the real thing - not unless you’ve got 
some friends to come around, smoke a hundred cigarettes, slop beer all over the 
place and start fights. However, atmosphere aside. Side Pocket does its best to recre¬ 
ate the actual game itself and, as such, does so very well indeed. The play is very 
arcadey in style and much more immediate than Mindscape s Championship Pool. It 
doesn’t sport as many views of the table, but doesn’t suffer from it, all the necessary 
tweaks you need to make are there and are easy to perform, making for a speedy 
game - just how it should be played. There are some pretty devilish trick shots for 
you to attempt too that add depth. But the best feature of the cart is the two-player 
option - get some mates round and have a tournament to get the most out of this. All 
in all the best example of the ‘sport’ to date. Dive in. 

PRESENTATION: 82% 

GRAPHICS: 81% 

SOUND: 78% 

PLAYABILITY: 85 
LASTABILITY: 83 
OVERALL: 84% 

SIM ANT 

BY: MAXIS 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 

We like to think of ourselves as the most successful species on the planet. After all, 
who can rival man in numbers, influence and power. Those of us who know better, 
and still have a little humility, look to the insects and realise we’re kidding our¬ 
selves. The insect genus is infinitely more varied and resilient than mammals. They 
may well inherit the Earth. 

Of all insects, ants are the most fascinating, because they live as a society, something 
we thought unique to ourselves. They don’t have big brains — they don’t need them. 
Their societies are built on reaction, not thought. Chemical commands and messages 
commit workers, soldiers and breeders to action. No questioning, no doubts. But 
these tiny creatures have enemies in their minuscule world, other rival ants and 
human hazards. Sim Ant follows the drama in the growth of one colony. 

The start, and the heart of the game is underground, where ants build their nest. At 
the start of the game it’s just you and the Queen (cosy!) but within seconds she’s lay¬ 
ing eggs like billy-o. These eggs are going to become your fellow colonists, and at 
this stage it’s your job to aid their development. You control the yellow ant. By 
going to the entrance of the nest, you appear on the ground surface. Now you are 


ready to fulfil an ant’s functions of finding food, expanding the colony and protect¬ 
ing the nest. 

You face many natural hazards. Cats, lawn mowers, humans all take their toll on the 
ants, but the biggest threat is from your relatives, the Red Ants. They inhabit part of 
the sector, and will expand into your territory, steal your food and kill your Queen. 
The way to defeat them is build an army of your own. By sending a signal, you may 
recruit an army to surround the yellow ant. Take this army anywhere you want. Also, 
recruiting and releasing ants is a good way to find food. The ants will follow scent 
trails back to the nest, and lead other ants to the spot. 


Sim Ant may look depressingly complex, but it’s actually very simple. Verging on 
the basic, in fact. The real interest in the game doesn’t come from learning the func¬ 
tions, but applying them to your role as ant general — building a swarming army and 
overrunning the wretched reds! For a fair while that’s great fun, and the game pre- 
sents a very big challenge. Although, as strategy games go, I see it getting a bit limit¬ 
ed after a while. Maxis cannot be faulted on their presentation. Graphics are basic, 
but compensated for by clarity and some nice sequences (the Mode 7 flying especial¬ 
ly). Most important, the interface and game stats are very accessible. If you like the 
sound of what I’m saying, get this. I doubt you’ll be disappointed. 

ANDY 

This strategy game rates particularly highly in my book. It’s all to do with the sim¬ 
plicity of the game, by which I mean the ease with which you get into the game and 
their way the game is actually played. As Gus says, the range of controls is a little 
bewildering at first, but in reality, they really are no more complicated than, say, Sim 
City, and it doesn’t suffer the agonising slowdown of Sim City either. Graphically 
it’s no great shakes, but then again, how good does it need to be? 

Also the challenge in this cart is huge and, also like Sim City, constantly changing so 
there’s plenty of Instability here. My only real concern for this title is that, as strategy 
games go, this has perhaps the least charismatic, and when its contemporaries offer 
you the chance to become an all-powerful deity and other such , controlling a colony 
* of ants seems distinctly unglamorous by comparison. However, if you can see past 
such cosmetics I’m sure, like me, you’ll find this an original and rather absorbing 
game. 

SCORES 

PRESENTATION 90% 

GRAPHICS 55% 

SOUND 68% 

PLAYABILITY 86% 

LASTABILITY 82% 

OVERALL 84% 

SKY BLAZER 

BY: SONY IMAGESOFT 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 
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Ashura is the Lord of War and, as such, no one dares challenge his wicked schemes. 
Presently his attention is focused upon the restoration of the demon Raglan’s glory, 
in a land known only as the Overworld. There is one challenger, however - a young 
warrior named Sky who devotes every waking hour to purging the Overworld of 
Ashura’s forces. Though the lad causes the war lord problems he is nothing but a 
minor irritation when compared to the daughter of a Mystic named Pantheon. As a 
sorceress the girl harnesses enough power to completely baffle Ashura’s mission by 
mouthing a few phrases and the simple gesture of her hand! 

Ashura ensnares the young sorceress - binds and gags her then offers her as a sacri¬ 
fice to Raglan. Of course Sky intervenes, consulting Pantheon about the best course 
of action. The old man naturally suggests an immediate rescue of the sorceress; a 
task none but Sky can possibly hope to accomplish. Still even Sky is incapable of 
such a thing without the help of a player to lead him into battle. Hence one volunteer 
is required to accept the responsibility for Sky as he valiantly journeys over three 
continents to meet with Ashura and, hopefully, rid the Overworld of the pest forever! 

PAUL 

Sky is a superb character. Not only is he very responsive and able to perform the 
most amazing acrobatics with ease, but looks cool doing so too. There isn’t a situa¬ 
tion in the game that presents the guy with any great difficulty, which is fine for the 
hero but a major disappointment for the player. No matter how spectacular the 
scenery - and this game is very rewarding visually - a lack of depth and, above all, 
challenge is the killer of this would-be giant. Even the most inexperienced of players 
are guaranteed victory over Raglan within two days; the more accomplished players 
have the demon running for cover even sooner. It’s such a shame because the fruits 
of much imaginative thought are evident throughout Sky-Blazer and the experience 
of playing the game provides many thrills while it lasts. Most worthy of note are the 
seven guardians of magic who all display an inventive method of attack. Elsewhere 
Sky’s fist and foot fodder is more run-of-the-mill and smaller enemies offer no sur¬ 
prises. Imagesoft’s artists have demonstrated their skill with this title, all that 
remains now is for the company to place as much emphasis on gameplay and they 
shall have a classic on their hands. Sadly this is not the case with Sky-Blazer. 

KENNETH 

There have been a lot of platform games recently that fall short of true brilliance yet 
are very enjoyable nonetheless. Games like Plok and Mr Nutz spring to mind. Sadly, 
Skyblazer falls into this category too. It comes across as a sort of ‘best of of plat¬ 
form games - there are loads of bits that you’re bound to have seen before. That is 
not to say that Skyblazer is not without its original features or that the game suffers 
in any way as a result. Indeed, the combination of familiar elements makes 
Skyblazer a great fun game to play. The main character is very responsive and every¬ 
thing is beautifully rendered. Special mention should also be made of the bosses, all 
of which are large and, well, interesting. Skyblazer himself also has some pretty 
impressive power-ups. However, the whole neat bundle is let down by the fact that 
it’s all just too easy and even the most cack-handed gamers should have it licked in 
no time whatsoever which is a great shame, for with a decent amount of challenge 
this could have been a contender. 

SCORES 

PRESENTATION 68% 
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GRAPHICS 86% 
SOUND 83% 
PLAYABILITY 82% 
LASTABILITY 69% 
OVERALL 82% 


SMASH TENNIS 

BY: NAMCO/ VIRGIN 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-4 

There’s a time and place for everything - ‘June’ and ‘Wimbledon’ is ju^st about the 
most famous time and place for Tennis there is. However Virgin now have a game to 
favour those players who prefer swinging their rackets anytime, anywhere - on the 

beachorontopofamountain. Wherever. Whatever. 

Produced by Namco, Smash Tennis makes use of the multi-tap adapter and wel¬ 
comes as many as four players to some truly manic on-court drama. Though essen¬ 
tially a faithful sports simulation, many features distinguish this game as the wildest 

representation of tennis ever served. , , . . , r™ u n 

Members of the Smash Tennis association take their game to the limit! Though all 
20 competitors have unique talents they share one special, all powerful technique: 
The Mega Smash! When returning high balls players are capable of hitting the ball 
with titan strength, the ball moving so fast it leaves traces behind it! 

Smash Tennis not only looks great but sounds very different to most tennis games 
too. When on top of the mountain the wind howls. Sounds reverberate around the 
indoor court of the holiday resort. On the beach waves are heard crashing m the 
background and birds chirp happily away at the lodge. Cool, eh? 


It’s said that imitation is the highest form of flattery there is and Smash Tennis mim¬ 
ics the classic game play of Super Tennis almost perfectly. Though the timing is 
slightly different and there isn’t quite the same level of precision, use of all six but¬ 
tons provides maximum control making an infinite number of shots available. It s 
incredible how Smash Tennis includes a complex four-player option and still man¬ 
ages to provide additional entertainment in the form of comedy extras! Even the 
most serious taken matches are livened by a coconut landing on a spectator’s head or 
the sad fate of a mountaineer being knocked flying! Smash Tennis provides the same 
high standard of game play as Super Tennis whilst transforming what is usually a 
very subdued subject into something so entertaining it appeals to everyone. It’s 
smashing! 


Three years since Super Tennis and in that time not one game has come close to 
matching it’s quality! But wait: Virgin have licensed Namco’s Smash Tennis to the 
UK and not only does it equal Super’s high standards but goes some way into 
improving the winning formula too. For all its glory Super Tennis only ever allows 
two players to compete at one time - Smash Tennis permits four. Though sounding 
superb Super Tennis was a little spartan in terms of looks - Smash Tennis has more 
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visual features than you could throw a racket at! That the game is appealing because 
of its four-player compatibility is without question, the biggest factor which guaran¬ 
tees Smash Tennis’ success is its excellent game play. Characters react swiftly and 
accurately allowing players to concentrate on improving their game rather than over¬ 
coming the idiosyncrasies of a flawed simulation. With four-player compatibility 
being so important now Smash Tennis is the best tennis cart available without doubt. 
Only a four-player Super Tennis could possibly beat it, but the production of such a 
thing is unlikely. 

SCORES 

PRESENTATION 82% 

GRAPHICS 89% 

SOUND 87% 

PLAYABILITY 93% 

LASTABILITY 90% 

OVERALL 92% 

THE SMURFS 

BY: INFOGRAMES 
PRICE: £45 
CART SIZE: 8 MEG 
PLAYERS: 1 

What’s blue and white and red all over? Make believe it or not ‘The Smurfs’ is the 
answer. You may not know or give a Smurf about such characters as Gargamel (a 
baddie), Howlibird (a bird) or Smurfette (a babe) yet, but four stages of Infogrames’ 
one-player platform game, helps make Smurfology second nature. 

Every Smurf is prized for its unique personality and talent. So when the wicked sor¬ 
cerer Gargamel steals four of them away, it falls upon Hefty Smurf to rescue them. 

In return the grateful hostage offers his, or her, services to hurry the release of the 
others. 

Smurf to it! 

PAUL 

Don’t let first impressions deceive you; The Smurfs may look like every other plat¬ 
form game ever conceived, but is a varied and challenging game. Though not excel¬ 
lent the overall look and feel of the game suggests quality. The gameplay is very 
exacting which may prove frustrating for some, however the graphical rewards for 
persevering are generally worth the effort - check out the mines and sledging sec¬ 
tions for examples of some extra special eye openers. Because it is so exacting the 
fun element of The Smurfs is somewhat diminished. Quite a let down considering 
that fun is the most important factor in a Smurf’s life! Still, for anyone looking out 
for a new test to their gaming skills the Smurfs do it with some style. 

ANDY 

Blimey! What should, by rights, be an easy-going kolourful kaper for the kiddies is 
quite the reverse - The Smurfs is, in fact, remarkably tough, and challenging enough 
to tax the most platform-weary gamer thanks to its unforgiving play where only the 
most pixel-perfect precision players can progress. Unfortunately, this means that that 
only hardened game nuts or, eek, hardened Smurfs fans will have the patience or 
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desire to play on far enough to see the really good stuff in the later levels. Aside 
from that, the only other thing you’d have to worry about is plucking up the courage 
to actually go up to the counter and ask for the game! Those who do, however, won’t 
be disappointed. 

SCORES 

PRESENTATION 82% 

GRAPHICS 81% 

SOUND 82% 

PLAYABILITY 80 
LASTABILITY 79% 

OVERALL 82% 


SOCCER KID 

BY: OCEAN 
PRICE: £44.99 
CART SIZE: 12 MEG 
PLAYERS: 1 

Don’t you just hate it when space aliens come down and steal your best stuff only to 
collide with a passing satellite and smash up your precious belongings, scattering 
them across the four comers of the globe. Insurance companies especially hate it. 
Oddly enough the exact same thing has happened to the World Cup and the scattered 
pieces have been reported in five worldwide locations. So top insurers, Keith Clegg 
and Co dispatch their assessor, a certain Mr Soccer Kid, off to find the pieces and 
work out if the inflated claim the World Cup Authority are making for their lost trea¬ 
sure is valid. , .U- 

Kid’s first port of call is merry old England where he soon realises that his quest is 
not going to be as straightforward as he first thought. You see Lovejoy - yes the 
Lovejoy - has been around collecting up all the pieces and will only consider trading 
them for some rare soccer cards. So Kid has to go around collecting these cards. But 
it gets worse - wherever he goes everyone else has had the same idea and are out to 
thwart our lad. How fortunate then that he has his trusty football and some smart 
soccer skills to see ‘em all off. 

Soccer Kid is one of the nicest looking games I’ve seen for quite some time. The 
graphics are large, colourful and, on the whole, very well animated. The tunes ^e 
pretty decent in a cheesy kind of way and Soccer Kid himself has some great tricks 
such as at his disposal. How sad, then, that all this is let down by the fact that this is 
one of the most fiddly games I’ve ever had the displeasure to control. Line up for a 
shot as one of the baddies approaches, press the kick button and... blimey I he goes 
into a display of dazzling footballing skills affording the enemy ample time to dust 
his narrow ass. Add to that the fact that the levels are generally pretty samey and ^ 
packed full of the sort of fmstrating bits that get you time and time again and you’ve 
got one thing - an Amiga conversion! With all the extra buttons at the programmers’ 
disposal you’d have thought they could have salvaged the game by making it easier 
to control and more fun to play. But, as it stands. Soccer Kid is another example of 
ignorance of the machine’s capabilities and only mediocre fun at best. 

SCORES 
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PRESENTATION 84 % 

GRAPHICS 89% 

SOUND 85% 

PLAYABILITY 70% 

LASTABILITY 72 % 

OVERALL 70% 

SOS 

BY; VIC TOKAI 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 

So when you’re near me, darling can’t you hear me? SOS! 

Yes, believe it or not, Vic Tokai have licensed the incredible hit of yesteryear - SOS 
by Abba - for conversion on to the Super NES! 

However, surprisingly, there are no dodgy hairstyles, flared trousers or anything like 
that in this new Super NES game. This is probably because that last paragraph was 
in fact, an intricate web of deception, cunningly spun to disguise the fact that this is 
quite a dull game. 

Basically, it’s the early part of the century and you’re on a ship that looks a lot like 
the Titanic. Hence, rather predictably, the ship capsizes, and you’re left with the task 
of rounding up the survivors and finding the escape hatch, before the ship is lost for 
good. 

RICH 

Although the idea is pretty good, SOS is basically yet another platform game - and 
one that isn’t particularly awe-inspiring. SOS does have a good atmosphere - the 
sound is good, with some great effects. However, the fact is that the game is pretty 
badly designed. Having to wait until the ship turns to a certain position is a real pain 
in the backside - but you have to do it in order to progress. Also, the conversion with 
other survivors has all the drama of an episode of Neighbours. It’s a nice try but if 
this was more playable and had a bit more thought put into it. I’d have really recom¬ 
mended it. As it is, it isn’t and it hasn’t, so I won’t. If you see what I mean. 

PAUL 

At best SOS only guarantees one hour’s game play. This is enough to warn most 
players away. However restricted playing time isn’t the only reason for SOS’ distress 
signals. From the offset the game tries much too hard to emulate some kind of disas¬ 
ter film. Though the cinematic approach to the display area is quite cool, the overly 
extended conversation pieces rarely entertain: No one is prepared to listen to Luke, 
so it’s like ‘Look! Are you coming or aren’t you?’ whereas Redwin’s ‘in your own 
time’ approach to most everyone is downright infuriating! Likewise patience is 
required when leading the escape party from one area of the ship to another. Too 
much time is spent with nothing going on, and the novelty of the rotating screen 
wears off almost immediately. Basing an entire game’s scenario on the premise of an 
unstable environment is a mistake, in fact the short time Simon Belmont is suspend¬ 
ed in the rotating room of Castlevania IV is probably more thrilling. 

SCORES 
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PRESENTATION 70% 
GRAPHICS 66% 
SOUND 82% 
PLAYABILITY 63% 
LASTABILITY 83% 
OVERALL 68% 


SPACE ACE 

BY: EMPIRE 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 


Borf, a space alien, has a weight problem. But of all the worlds in all the gdaxies 
only planet offering any chance of a cure is earth, home to the focus of Borf s ho^s 
- a girl named Kimmy. This self appointed beauty queen of the universe is 
kidLpped for interrogation, much to the dismay of an ardent admirer named Dexter 
who considers himself as something of a hero. Of course when Borf chanced his foul 
hand he didn’t anticipate that planet Earth would deal him a Space Ace in remrn, but 
Dexter isn’t about to let the fiend off lightly. Kimmy’s his girl and he loves her! 
Super NES Space Ace is a more accessible adaptation of the aging laser-disc com-op 
of the same name. Obviously the hero is Dexter whom the player leads across many 
alien terrains leading to Borf and the hapless Kimmy. The game is very much a pat¬ 
tern-learning business made attractive by the presence of characters created by Don 
Bluth, more commonly known for his animated feature films than his contnbution to 
video games. 


Even the most enthusiastic member of the video-games buying public finds the con¬ 
tinuous stream of derivative platform games and shoot ‘em ups depressing alter a 
time. Space Ace is an unfortunate example of why the software trends continue to 
follow iff the same vein, no matter what the machine, year in - year out. With Space 
Ace Empire aim to provide players with something new whilst packaging it m the 
most attractive way possible. This means quality visuals and a remarkably high stan¬ 
dard of sound effects. However the gameplay is completely unreasonable. Now 
‘unreasonable’ doesn’t mean ‘unfair’. Far from it. Dexter only ever fails his mission 
in direct response to players’ mistakes, however the tasks required are so uncompro¬ 
mising that the fun element associated with video-games is abandoned altogether. 
There is certainly an audience for this game as Don Bluth’s inimitable character 
design is faithfully reproduced and skillfully animated. As for players who prefer a 
freer reign with their games, they are suggested to allow some space between them¬ 
selves and this Ace. 


In all the years since Space Ace caused a stir down the arcades platform games have 
come a long way. How sad then to see that this old favourite has not been similarly 
updated. True Dexter now has the freedom to move pretty much wherever he desires, 
not being restricted to just uni-directional movements as before. Gone too is the 
waiting time associated with the disc accessing of the original. However, what has 
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remained almost untouched is the linear nature of the game - survival still depends 
on learning when and where to jump or fire. To their credit Empire have added some 
new bits that weren’t in the coin-op, like the jet-bike sections, the levels aren’t the 
same either although some of them are based on the original. Special mention should 
also be made of the graphics that are colourful, well-animated and include some of 
the biggest sprites yet seen on the Super NES. But when all’s said and done, this is 
the nineties and Space Ace looks just a bit too old-fashioned. 

SCORES 

PRESENTATION 73% 

GRAPHICS 84% 

SOUND 80% 

PLAYABILITY 62% 

LASTABILITY 69% 

OVERALL 67% 

SPARKSTER 

BY: KONAMI 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS:! 

The civilisation of Ezinahcem is in turmoil. Its Princess is kidnapped and there’s not 
a person in the land who can save her - especially since the Ezinahcem military 
recently stood down in favour of a more peaceful existence. Held captive by the foul 
Generalissimo Lioness and his army, the Princess is suffering. Oh, please, no! 

Denied the young royal’s mysterious powers and refreshing beauty it seems 
Ezinahcem is doomed to eternal misery. Ain’t it always the way! 

For ransom Lioness demands complete control over Ezinahcem. Only Sparkster, the 
opossum turned Rocket Knight, can save the Princess now with his skillful swords¬ 
manship and fearless demonstrations of aerobatics. To Sparkster this is a smart 
opportunity to establish himself as a hero. For Super NES games players this heralds 
the beginning of an all-new action adventure game from Konami. Nine gruelling 
stages of fast-paced, edge of the seat platforming action awaits... 

PAUL 

Sparkster is fast and a little tricky to command at first but dedication is certainly 
rewarded. Impossible far-off points soon becomes easily attainable or the achilles’ 
heel of a particularly annoying foe is finally sussed with a sigh of relief. It’s also 
great that the hardest difficulty setting rewards more than expected. Discovering a 
whole new stage and a special congratulatory message makes challenging Lioness’ 
harder battalions all the more worthwhile. This is where more experienced players 
ought to focus their attention, rather than toy with the more easily accomplished 
modes. Everyone, however, can enjoy the exhilarating gameplay - rocketing above, 
below and even through obstacles then laughing at the comic carnage left in 
Sparkster’s wake. At every point there is something to wonder at, from the tiniest of 
details ( see if you can spot Temper Drilln early in stage one) to the largest of boss 
characters. Also the imaginative stage designs warrant nothing but appreciation. So 
long as seasoned platform-players take on the full responsibility of the hardest mis¬ 
sion from the off-set Sparkster presents every great thing imaginable, with some 
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clever surprises in store too. 


ANDY 

Great platform games are few and far between these days. Actually, oth^ than Super 
Metroid, I’d be pretty hard pressed to think of even one. So it’s great to find ^ 
like Sparkster that immediately impresses with its speed and challenge, i^acked 
with personality, has great graphics and just gets better as you progress. The levels 
are v^ detailed, imaginatively laid out with the requisite amount of secret bits and 
there is plenty of variation in the gameplay throughout. What is particularly great IS 
the number of moves Sparkster has and the skill it takes on the player’s behalf to 
master them. On the downside the game has a few too many continues for my liking, 
an infinite number in fact, and it must be played on Hard to get the best from it. But, 
who knows, Konami may find time to change all that before November. Go get it. 
Definitely! 


SCORES 

PRESENTATION 88% 
GRAPHICS 93% 
SOUND 87% 
PLAYABILITY 92% 
LASTABILITY 84% 
OVERALL 91% 


SPIKE MCFANG 

BY: NAXAT 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 

Does anybody know where Vladamasco is in the world? Of course you don t. That s 
because it’s made up. As are the characters of Dracuma, Vampra and General Von 
Hesler - reputed rulers of said continent. Of course nobody actually rules imaginary 
places; they just sort of are. But Von Hesler is about to try! 

All manner of mythical beasts are roaming the once peaceful realm of Vladamasco. 
It’s all Von Hosier’s doing of course. If nothing is done soon an altogether evil varia¬ 
tion of Vladamasco might arise with Von Hesler as its leader. What this situation 
needs is a hero. Someone like Spike McFang. 


PAUL 

It’s a shame that such a clever game as this should suffer so much from so niany 
minor frustrations but, in the end, there are just too many irritations to m^e Spike 
McFang worth hanging on to. Spike himself is too restncted with his feeble attack 
methods. His hat-flinging defence is much too slow m responding and the swirling- 
cape generally leaves him wide open for a counter attack. There are far more similar 
games available that do the job much better. 


SCORES 

PRESENTATION 81% 
GRAPHICS 81% 
SOUND 78% 
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PLAYABILITY 73% 

LASTABILITY 79% 

OVERALL 76% 

STREET RACER 

BY: UBISOFT 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS:14 

Here’s a tricky poseur for you - what kind of intro do you write for a game where the 
sole object is to race at hair-raising speeds around a series of dangerous courses 
whacking the seven living shades out of any competitor who dares to get in your 
way? Do you write an amusing one detailing each of the eight characters’ hilarious 
special moves? Or perhaps a factual one telling the readers that one to four players 
can compete simultaneously without one single jot of slowdown. You might even 
take the cynical approach and go on about its similarities to a certain other spit- 
screen racer. But me, I prefer to cop out and write a feeble intro like this and hope 
that the readers will skip it and go straight into the comments. 

ANDY 

This is my kind of game - you can play as dirty as you want and you get bonus 
points for it too! Lowdown rotteness aside this is one of the best racing games I have 
played for some time. In one-player it’s challenging, two-player’s a smirk, three’s a 
broad grin and four makes your teeth fall out. This is totally due to the sheer playa¬ 
bility of the game, with speedy responsive motors, devilishly hazardous tracks and 
lots of ways to annoy the competition. The Soccer and Rumble modes are an inter¬ 
esting addition too but pale somewhat next to the real racing action. It’s a classic so 
buy it. 


PAUL 

Anyone seeking a furiously fast, freaky kind of four-player racer should snap this 
one up double quick! Street Racer boasts so many features it’s untrue, and they’re all 
put to surprisingly good use. Four-player mode works much better than expected, 
and the highly adaptable gameplay makes all the difference in close competitions. 
Just to clear any doubts over how the four-player split-screen actually works so well, 
remember how unimportant it is to see behind or above the car when the middle dis¬ 
tance is all that concerns the driver. It looks odd but, honestly, it’s all that’s required. 
Both the soccer and Rumble options are rather insubstantial but a laugh nevertheless, 
so it’s great to see these included as a bonus to a great value cart. Street Racer is 
super charged and super cool. Music to cry for though! 

SCORES 
GRAPHICS 91% 

SOUND 83% 

PLAYABILITY 92% 

LASTABILITY 90% 

OVERALL 92% 
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STUNT RACE FX 

BY: NINTENDO 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS: 2 

Nintendo’s Stunt Race FX is engineered to give the tired console motor-racing genre 
a much needed overhaul. It employs 3D to convince players of movement and is less 
a straight forward motor racing simulation, more a great excuse to bum rubber in all 
kinds of vehicles in all manner of hair-raising events. Speed trials, stunt ^ving and 
head to head competitions are billed alongside the most powerful road/ off-road rac¬ 
ing simulation ever to tear it up on a home console. It’s time to gnt your teeth for an 
unforgettable experience. 

What Starwing achieved for Super NES shoot ’em ups, Stunt Race FX matches with 
its innovative treatment of motor racing. For too long, with the exception of F-^ro 
and Super Mario Kart, console racers have failed to present something new and 
exciting for the console market - there’s only so many stripy roads and fields a play¬ 
er can take! Stunt Race is spectacular in every area: It’s visuals are bold and vmed, 
the sounds are truly outstanding and the game play is tuned to mn very smoothly. 
After a very short time the player and Stunt Race FX become insepyable racing 
partners, especially once challengers threaten to match skills at Battle Trax or begin 
lasting unfeasible lap times in Free Trax. Considering the closest a certain nval 
company has on offer is a game featuring just three tracks and only one model of car. 
Stunt Race FX’s four machine, twelve-course alternative looks far more a^aling - 
even before leaving the title screen! The more a player pushes Stunt Race FX the 
more excitement it delivers; it absolutely guarantees endless hours of rewarding 
game play. Ignore those who doubt - Stunt Race FX is the most stnking and refresh¬ 
ing title to screech onto the scene in a very long while. 


SCORES 

PRESENTATION 93% 

GRAPHICS 96% 

SOUND 94% 

PLAYABILITY 95% 

LASTABILITY 92% 

OVERALL 95% 

SUPER ADVENTURE ISLAND II 

BY: HUDSON SOFT 
PRICE: £49.99 

CART SIZE: 12 MEG plus battery back-up 
PLAYERS: 1 

Hudson Soft’s Super Adventure Island II continues from where Super Adventure 
Island left off. Fresh from rescuing his darling Tina from one evil entity. Master 
Higgins finds himself doing the same thing all over again - only this time the couple 
are suffering from amnesia! Raft-wrecked on the beaches of Waku-Waku island, 
Tina is recovered and presented before a King who cannot believe his luck and plans 
to marry her straight away. Just as the ceremony gets underway the Dread Symptom 
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of the Universe sends his giant eagle to kidnap the girl and all heck breaks loose! 

It’s the beginning of another platform-based adventure for the tireless Higgins, who 
now faces the trials presented by the terrain and sub-terrain of six tropical islands, 
including their inhospitable residents. Help one of Hudson Soft’s best-known heroes 
save Tina, and the King of Waku-Waku promises to do him right... 

PAUL 

Though Super Adventure Island II packs no blinding special effects it remains a real¬ 
ly classy game. Higgins’ character has developed a great deal since his last outing 
and the many techniques available to him make for some very interesting game-play. 
The further into the voyage he proceeds the more fun it is to help him along, espe¬ 
cially when the acquisition of new techniques allows for greater exploration of 
places visited before - much in the same way as Super Metroid. So challenge not 
only comes from the pesky varmints and huge guardians but from deciding whichev¬ 
er weapon, switch or form of protection is most useful in a large number of taxing 
but fun situations. Presentation is close to perfection, the music is cool and the 
game’s difficulty is pitched at just the right level to make for challenge without too 
much frustration. What makes Super Adventure Island II outstanding though is that 
it keeps the attention at all times - there is never a dull moment. Higgins proves him¬ 
self as the master once more. 

SCORES 

PRESENTATION 92% 

GRAPHICS 87% 

SOUND 89% 

PLAYABILITY 86% 

LASTABILITY 81% 

OVERALL 86% 

SUPER BOMBERMAN 2 

BY: HUDSON SOFT 
PRICE: £59.99 
CART SIZE: 8 MEG 
PLAYERS: 1-4 

Tick tock...Should he cut the red wire or the black wire? Tick tock...Oh, what the 
hell, let’s not bother! After all, it’s a lot more fun setting bombs off than it is discon¬ 
necting them. It is with such an attitude that Bomberman makes a living. Having 
succeeded in demolishing his own planet with some well timed detonations 
Bomberman headed off to Earth to stop his nerves forever jangling. Unfortunately 
for him, and Earth incidentally, he has been followed by a more malevolent breed of 
Bombermen, keen to keep up their explosive traditions. 

Rying back into action. Super Bomberman 2 sees our hero taking on Magnet 
Bomberman, Plasma Bomberman, Pretty Bomberman, Brain Bomberman and Crazy 
Bomberman in an effort to save Earth from an untimely decline into rubble. On 
every level Bomberman has the task of destroying his enemies, grabbing pick-ups 
and flipping the switches to open the door to the next level, but remember as well 
that the clock is always ticking. Win or lose though, Bomberman is sure to have a 
blast! 
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With more pick-ups, enemies, bosses and ideas Super Bombeman 2 does what 
sequels should do - not only polish up the ideas and action of its predecessor but 
actually add further dimensions to the game. This sequel involves more puzzle and 
strategy elements but the action is still as chaotic as ever. It also successfully com¬ 
bines some real challenge with the addictive thrill of getting things right thanks to 
fault-free and entertaining gameplay. The multi-player option is also better than ever 
with the Tag mode meaning you can play two-on-two, as well as four-player all- 
against-all. In short. Super Bomberman 2 is a sequel worth its weight in semtex. 


It’s not often that you can say that a sequel is better than the original. In fact I’m 
hard pushed to think of a single example - except Bomberman 2, that is. Hudsonsoft 
have taken everything that was cool about the original and managed to improve it 
all, and then some. The graphics are tighter and more detailed. Sound-wise it’s fab 
too with loonier tunes and sonic booms. But it is the gameplay that is most dramati¬ 
cally improved. Aside from his normal abilities Bomber-boy can now pick up the 
bombs and carry them around, he can also jump which comes in most handy on 
some levels. The levels themselves are no longer simple single-screen mazes but 
scrolling, baddie-infested affairs with lakes, bridges, super bombs and other such 
hazards. And to top all that, the bosses are now mind-blowingly tough, two-stage 
Jobbies where an evil minion must first be dispatched before Bomberman meets the 
big guy. Oh yeah and the multi-player options are better too. I could go on about this 
for ages but it’s better if I Just say buy this game! 

SCORES 

PRESENTATION 93% 

GRAPHICS 90% 

SOUND 87% 

PLAYABILITY 93% 

LASTABILITY 91% 

OVERALL 92% 

SUPER GOAL 2 

BYJALECO 
PRICE: £39.99 
CART SIZE: 8 MEG 
PLAYER: 1-2 

Despite being by far the most inventive and entertaining sport in the world, football 
has undergone some hideous transformations when it has turned up on consoles. 
Super Goal 2 arrives with the promise that this time things could be different. After 
choosing from 24 teams, deciding on formation, picking a stadium (which dictates 
the weather) and the ball type(!?), players can get started. Short intelligent passes 
tend to yield the most success but effective aerial skills also prove essential because 
the ball seems to spend an inordinately long time in the air. The action scrolls verti¬ 
cally and can prove confusing on occasions, especially with the ball’s strange ability 
to grow as it moves away from you and shrink as it draws close! Spooky! Super 
Goal 2 doesn’t come with as many options as is generally expected these days, and 
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the game logic is full of frustrations. Picking a player to make a tackle proves time 
consuming because the player chosen initially is often the most impractical. 
Similarly in attack, passing can prove decidedly stupid when left to the computer’s 
devices. 

Like other footy games around, Super Goal 2 comes with a Cup competition. This 
works as a league table at first and reverts to a knock-out competition once the 
league is decided. Staying faithful to real life, each player has individual talents 
which, if not particularly inspiring, can be exchanged in favour of a substitute. As 
you would expect, the game works best in two-player mode but the lack of care 
taken with the game logic means that at best even this proves dull. Can it be rated as 
another truly hideous football game? Not quite, but it certainly won’t win any 
awards either. 

SCORES 

PRESENTATION 66% 

GRAPHICS 64% 

SOUND 69% 

PLAYABILITY 65% 

LASTABILITY 66% 

OVERALL 65% 

SUPER ICE HOCKEY 

BY; SUNSOFT 
PRICE: £44.95 
CART SIZE; 8 MEG 
PLAYERS;l-4 

SunSoft offer Super Ice Hockey, a convenient way to enjoy the game without any of 
that nasty reality getting in the way. International sides take each other on in either 
exhibitions or tournaments and, needless to say, all of the flavour is there right down 
to the traditional fisticuffs. Up to four players are able to compete and the game also 
features save options for tournaments. Puck down and face off! 

Super Ice Hockey features four different viewing angles giving players the opportu¬ 
nity to immerse Aemselves in the action or view from a distance. The appeal of this 
facility isn’t purely aesthetic though because the more distant perspective gives the 
player a chance to check on the movement of their players or the opposition team. 
There are sixteen international sides that compete in Super Ice Hockey. They are 
rated on their attack and defence skills. Russia is the best of the bunch and those 
beach bums from Down Under are not surprisingly the worst. Besides the exhibition 
mode there is a knock-out tournament and Olympic competition which involves a 
league table and knock-out action in an effort to win gold. 

Like its sport sim brethren. Super Ice Hockey brings with it a flexible range of 
options. Naturally there is choice on game length, whether or not to play strictly by 
the rules, team formation and goal keeper control. Unfortunately though there are no 
individual player stats which tends to be standard with most sports sims these days. 

ROB 

I have to confess that of all the sports games around, ice hockey sims are the ones I 
have the least enthusiasm for. That said, there were some smart elements in Super 
Ice Hockey. The graphics are quite impressive, the scrolling is smooth and the range 


83 


of viewing angles is genuinely useful. The inertia takes a bit of getting used to but it 
contributes to the sense of idealism in the gameplay. But despite this, what Super Ice 
Hockey lacked was excitement. The action isn’t especially fast and Aere is nothing 
in this game that hasn’t been done before. To be honest, it looks a bit dated. I got the 
impression that the energies that went into putting this game together were as cold as 
the ice rink itself. Tidy but tiresome. 

SCORES 
GRAPHICS 80% 

SOUND 74% 

PLAYABILITY 73% 

LASTABILITY 75% 

OVERALL 74% 


SUPER METROID 

BY: NINTENDO 
PRICE: £49.99 
CART SIZE: 24 MEG 
PLAYERS: 1 

Why is it that, despite the lack of any real evidence that aliens actually do exist, we’d 
all imagine them to be the most hideously deformed creatures ever conceived? They 
would probably resemble huge, amorphous blobs, have eerie, pulsating lights shin¬ 
ing from every orifice and a set of razor sharp fangs where its legs should be. Well, it 
just also happens to be a perfect description of the brain-sucking star of Nintendo’s 
biggest game to date. Super Metroid. 

Anyone who is familiar with the previous incarnations of Metroid on the NES or 
Game Boy will recall the Metroids as a race of giant jellyfish with an insatiable 
appetite for moist noggins. In the game, you take control of a bounty hunter, Samus 
Aran, whose job in life is to exterminate as many of these amoeba-like vermin as 
possible. However, it turns out that Metroids aren’t really the aggressive creatures 
that we have been led to believe, and in fact have remarkable powers which Earth 
scientists believe can be harnessed for the benefit of mankind. Unfortunately, before 
the scientists dreams of world peace, restoring the ozone layer and adding an extra 
coloured stripe on to their favourite toothpaste can be realised, the Metroid larvae is 
kidnapped by a band of ruthless space aliens and whisked away to their hideout. It’s 
now down to you to rescue the infant Metroid before the evildoers can utilise it for 
their own wicked purposes. So zip up your space suit, strap on your moon boots and 
get to it soldier! 

HGHT FIRE WITH FIRE, MISSILES, BOMBS... 

Being a regular subscriber to ‘Galactic Guns and Ammo’ has enabled Samus to 
secure some of the most advanced weaponry money can buy. For starters, Samus is 
equipped with an automatic beam cannon which can fire super heated plasma. 
Although not very powerful to start with, it is beefed up considerably by collecting 
the necessary icons. Samus can also be equipped with rockets, super missiles, and 
smart bombs - though the latter are only operational in conjunction with the morph¬ 
ing ball. 
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PAUL 

Not only does Samus Aran make the most difficult tasks look effortless but does so 
with such flair it’s impossible not to admire her skill. The most exciting aspect for 
the player is that Samus every move becomes their responsibility, and such talents 
require time to perfect. Completion of this new mission depends on many aspects: 
Mastery of each new skill Samus acquires, finding the secrets to defeating the many 
alien creatures found on Zebes, the negotiation of the quickest routes through the 
underground caverns and learning how to make full effective use of each new 
weapon. An especially cool feature is the way Samus looks towards the attributes of 
some creatures to develop skills of her own. One in particular is very difficult to 
fathom but, once learned, becomes extremely useful. Super Metroid doesn’t play like 
a traditional platformer - often the game has more in common with the Zelda series 
than, say. Megaman X. Locating items and figuring how to access them shares equal 
importance with the skills used when confronting the enemy. There really is so much 
to consider at any one time, players cannot help but become completely drawn into 
the game. It is so involving. The character design is immaculate and the attention to 
detail outstanding. Though the colour-schemes appear flat at first, it soon becomes 
apparent that everything is considered to enhance the game’s atmosphere and give 
each new location a distinctive look. Too environments change in response to certain 
tasks completed and this also creates more depth. Static screen-shots don’t do the 
visuals justice, likewise it’s impossible to convey the awesome music and sound 
effects from a magazine page. Whatever your gaming preferences. Super Metroid is 
essential. 

SCORES 

PRESENTATION 93% 

GRAPHICS 90% 

SOUND 92% 

PLAYABILITY 91% 

LASTABILITY 88% 

OVERALL 92% 

SUPER PUYO PUYO 

BY: BANPRESTO 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

The basic idea behind Super Puyo Puyo is to connect up lines or groups of four or 
more blobs of the same colour whereupon they disappear. Don’t imagine it’s as sim¬ 
ple as that though for, whilst joining the odd few blobs up passes the time away, it 
does precious little to further your game or, worse still, it has little effect on your 
opponent who, all the time you are joining blobs up, is devising fiendish ways to 
m^e chain reactions that cause piles of colourless blobs to rain down on ypur pre¬ 
cious puzzle. The moral of this story is do unto others as you would have them do 
unto you, in other words hit ‘em first and hit ‘em hard - try and make sure you cause 
a couple of chain reactions early on in the game and watch the other chap struggle 
for the rest of the round. Hoo hah! 

In a one-player game you are put up against a series of increasingly tough computer 
opponents, each of whom has a slightly different tactic with which to whoop your 
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narrow ass. However, it’s all strictly business - nothing personal and, should you 
decide that all this horrid competition is not your bag these op^nen s will 

quite happily guide you through several tutorial levels. They re a bit kind like that. 


ANDY 

The best thing about Puyo Puyo is its simplicity, Anyone can pick it up and group a 
few blobs together almost immediately and, for a while, this is quite satisfying. 
However a few plays soon reveals a deeper game requiring genuine skill and re^ 
thought. You’ll send your self insane as you desperately try to out-raanouevre some 
of the trickier opponents, and it won’t be too long before you find yourself thinking 
about ways to create killer chain reactions in the idle moments when you’re not play¬ 
ing the game - it gets that addictive. There is, alas, a slight downer, in that once ,as a 
single player, you have beaten all the computer opponents it starts to lose its appeal 
and there’s no real urge to play just to see how many points you can get, as you 
would with Tetris 


SCORES 

PRESENTATION 87% 
GRAPHICS 86% 
SOUND 85% 
PLAYABILITY 88% 
LASTABILITY 84% 
OVERALL 87% 


RETURN OF THE JEDI 

BY; JVC 
PRICE; £49.99 
CART SIZE; 16-MEG 
PLAYERS; 1 

A new Death Star is under construction and the Empire is stronger than ever. Under 
the guidance of the Emperor the domination of the universe by the Dark Side looks 
complete. But there are still heroes determined to fulfil their own destiny. Luke 
Sky walker, Leia and Chewbacca prepare to free Han Solo from the criminal clutches 
of Jabba The Hutt. If they’re successful the next mission takes place on the forest 
moon of Endor where, with the help of an Ewok or two, the Death Star’s shield gen¬ 
erator must be destroyed. Providing there’s still no hiccups it’s down to Lando and 
Nien Numb in the Millennium Falcon to blast every TIE fighter into oblivion Han, 
Leia or Chewie to get the shield down, and Luke to cross sabres with Darth Vader 
and the Emperor. But the ultimate test still remains - fly the Millenium Falcon into 

the metal labyrinth of the Death Star and destroy it once and for all. 

Following the plot of the film closely, players get to choose between Luke, Leia, 

Han Solo, Chewie and Wicket the Ewok. Each character has at their disposal a 
unique set of skills, with Luke using the force and Solo sticking to his good ol 
blaster. But players have to familiarise themselves with vehicles as well as characters 
with the landspeeder, Speedbike and Millenium Falcon all having integral roles to 
play. One last word of advice - beware the Dark Side! 

ROB 

As far as faithfulness to the film goes Return of the Jedi is about as close as you can 


get, admitting of course that the programmers needed a degree of artistic licence to 
jazz up the action a bit. The most has been made of famous scenes like the Speed 
Bikes in the forest, Jabba’s sailing barges and the Millenium Falcon’s journey into 
the Death Star, utilising the Super NFS’s capabilities with non-stop action, attention 
to detail. Mode 7 sequences and lots more besides. Some parts of the game are really 
tough and constant deaths have the habit of getting a bit frustrating but while the 
graduation of the difficulty is a bit quirky at times, it is good practice for how intense 
things get as you progress. This really is a game that will exhaust you with the 
action. The password system is a necessary evil but will see you through the game 
unless you play it on Jedi level. Nevertheless, it’s a superb rollercoaster of a game! 

ANDY 

Wow! This threequel may look alot like its two predecessors but don’t let that fool 
you. The gameplay has been upped considerably, with more characters, more 
weapons, more abilities, more sound and much, much more challenge. The graphics 
range from ace to superb with some beautifully-drawn backdrops and speedy mode 7 
sequences, and the sound has to be heard through a decent stereo to be best appreci¬ 
ated - it really adds a tremendous atmosphere to the whole experience. It’s the sort of 
game you’ll want to play from start to finish which, unfortunately, you’ll probably 
be able to do thanks to the password system. However, bung it on Jedi level, crank 
up the volume and restrict yourself to one or two continues and you’ve got one of the 
most thrilling platform games this year, and by far the best in the Star Wars Trilogy. 

SCORES 

PRESENTATION 94% 

GRAPHICS 92% 

SOUND 94% 

PLAYABILITY 91% 

LASTABILITY 90% 

OVERALL 92% 


T2: THE ARCADE GAME 

BY: ACCLAIM 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS: ONE 

The biggest movie of 1991 was the sequel to Terminator - the most celebrated sci¬ 
ence-fiction movie of the 1980s. Although unimaginatively titled ‘Terminator II: 
Judgment Day’ is nevertheless far from being short on ideas, and features Silicon 
Graphics’ morphing techniques to spectacular, frightening effect! 

Of course Project Reality was nothing more than a gleam in Nintendo’s eye back in 
1991. So it fell upon coin-op giant Midway to produce an exciting video-game rendi¬ 
tion of this awesome film work. By now it is hard to imagine anyone reading this 
who hasn’t experienced the exhilarating, blast action of T2: The Arcade Game. It’s 
Operation Wolf/ Space Gun style gameplay compliments the license perfectly and 
punters still rally for the opportunity to pump legions of Endoskeletons with plasma, 
all the while eradicating Hunter-Killers with MIRV Warheads! It is, in every sense 
of the word, a blast! 


87 


Now Acclaim, courtesy of programming alchemsts Probe 

rience to our homes; delivering every feature of the coin-op - bar the cabinet • 
One or two players grab a joypad or mouse to enter the fray. Atematively solo resis¬ 
tance fighters may opt for the use of Nintendo’s Super Scope. There are simply no 
excuses for players not to gather their arms and fight for the future of planet Earth. 

otnhig T2: The Arcade game is an awesome prospect! “ 

original production the coin-op is still worth sticking a couple of quid m tOr ttie 
sheer adrenalin rush it provides! In this stunning conversion every last discernible 
feature of the coin-op is faithfully reproduced right down, it seems, to the very last 
detail. Endoskeletons destruct in a darkly satisfying way before the hungry fighter’s 
eyes and Hunter Killers loom menacing as ever. But it just isn’t the same. Somehow 
playing the game on the Super NES doesn’t tap into the true excitement found from 
playing the coin-op .The problem lies in replacing a cool plasma rifle with a joypad, 
mouse or Super Scope and the resultant feeling is that of detachment from the action. 
Yes it’s still the same thought process - tracking the enemy and bringing the scum 
down, all the while concentrating on precision to reap those big bonus points at the 
end of each mission. Still, when laid bare like this, the game becomes monotonous 
all too quickly. In the end Super NES T2 is reduced to an expensive souvenir of a 
startling film and luke warm rendition of a red-hot coin-op. 


SCORES 

PRESENTATION 87% 

GRAPHICS 88% 

SOUND 83% 

PLAYABILITY 72% 

LASTABILITY 54% 

TETRIS BATTLE GAIDEN 

BYiBULLET PROOF 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Just when you thought it was safe to go to bed of an evening without seeing block 
upon falling block as soon as you close your eyes. Tetris returns - and with enough 
weird new features to guarantee you at least a few more sleepless nights. 

This new game. Tetris Battle Gaiden, is similar in form to the two player battle mode 
of the original, in that it is your objective to build and destroy lines on your side m 
order to mess your opponent’s puzzle up, but this game has an added magic ingredi¬ 
ent and “magic’ is the key word here. You see, some shapes contain magic crystals 
and the collection of one or more of these crystals endows the player with the ability 
to inflict untold amounts of damage on their opponent making for a most 


TRAGIC MAGIC 

The magic in Tetris Battle Gaiden comes in a multitude of forms, some good, some 
bad and some devastating. It all depends on which character you are playing as and 
how many magic points you have amassed. Getting the magic crystals, though is no 
easy task as players must compete for the best shapes and o^y a few of them contain 
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the special crystals. Players may collect up to four crystals and access the magic by 
pressing UP on the D-Pad. Players have the choice of eight characters, each possess¬ 
ing unique magical abilities. 

ANDY 

A couple of plays is all it takes to realise that Tetris Battle is no mere excuse to tag 
the name onto another average puzzler, but is indeed a worthy successor to the Tetris 
crown. This is because the programmers have done relatively little to the addictive 
original gameplay, so the game is as immediate to play as ever. Rather, with the 
addition of characters to play as and their devious magic spells they have built on the 
original concept resulting in a highly competitive puzzler that’s big on laughs and 
bigger still on frustration. 

The only cause for complaint I have is that I found the magic tends to break up the 
pace of the game somewhat. This is only a minor point, though, and all told Tetris 
Battle is fine fun and well worth a look for those of you who like their puzzle games 
with a bit of spice. 

SCORES 

PRESENTATION 83% 

GRAPHICS 86% 

SOUND 85% 

PLAYABILITY 90% 

LASTABILITY 89% 

OVERALL 90% 

TIME TRAX 

BY: THQ 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

You might need a neck brace for this one. 

It is 2193. It is 1993. Mordacai Sahmbi is alive and, well, not even close to being 
bom yet. However the effects of this Nobel Prize winning scientist’s schemes are 
damaging and viewed as diabolical in any age! By means of his Trans Time 
Research and Experimentation (TRAX) Sahmbi has developed TXP - a chemical 
which allows the human body to travel through time. This is some achievement in 
itself, but Sahmbi wants more: He wants to mle the world! 

To maintain his ambition, the villain makes several dangerous criminals very happy 
by sending them back in time to a point where - on paper at least - they don’t exist. 

In exchange for their virtual freedom they are requested to change history in 
Sahmbi’s favour, no matter what the cost - even human life. 

Enter Captain Darien Lambert, honest-to-goodness cop of the 22nd century and the 
man whose job it is to thwart Sahmbi’s stinking schemery. For the first time in his 
life Lambert is faced by-a task so great even he cannot manage it alone, which is 
why one player is asked to aid Lambert in returning the fugitives to their wrongful 
place in history. The many criminal organisations for which these terrorist time trav¬ 
ellers are responsible make for a tough Job, but somebody’s got to do it; has done it; 
is doing it... ( ?! ) 
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I wondered if the day would ever come when I’d say this - THQ have made a decent 
game! Time Trax is a real platform/beat ‘em up fan’s dream. The presentation and 
graphics are great with moody tunes to match the futuristic action. It’s long and 
tough enough for those who complain about platform games lacking challenge and 
there’s a plethora of fightin’ and shootin’ moves to satiate the most bloodthirsty beat 
‘em up fan. There’s also a host of other stuff, like special pick ups and secret roorns 
and even unseen marksmen taking pot-shots at you from off-screen, just to spice the 
proceedings up a little. In short Time Trax is one of the slickest games we ve seen 
for quite some time. Go get it. 


Well, what a turn up for the history books! Finally someone has taken the care to 
produce a licensed game that honours its namesake. Rather than disguise any old 
platformer beneath the relevant attire. Time Trax goes several exciting steps further 
in making use of the little known program’s most interesting factors. Not only are 
Lambert’s surroundings familiar but his skills match those he possesses in the senes. 
At the very least Lambert is skilled in the martial arts and these attributes are put to 
effective use when unarmed combat is required - which is often. So, unlike many 
platform heroes, Lambert is largely unrestricted - being able to defend at close quar¬ 
ters when necessary instead of relying too heavily on his firearm for comfort. 

Lambert also blocks, which is useful. For once the various pick-ups aren’t just spuri¬ 
ous extras either, with most serving to enhance Lambert’s abilities rather than supply 
him with useless points. Most enemies are smart - especially the bosses - and there 
are many secret items stashed in all eight, challenging levels. All this and the presen¬ 
tation is of a very high standard too. Time Trax is one heck of a trail blazer, supply¬ 
ing enough sights to interest the most well travelled games player. 

SCORES 

PRESENTATION: 88% 

GRAPHICS: 87 % 

SOUND: 86% 

PLAYABILITY: 89% 

LASTABILITY 86% 

OVERALL: 87 % 

TINY TOONS WACKY SPORTS 

BY: KONAMI 
PRICE: £44.99 
CART SIZE: 8 MEG 
PLAYERS: 1-4 

Rather than just stick his nose into other peoples’ affairs, Montana Max prefers to 
include his entire head; plastering it all over billboards, coinage and postage stamps. 
He is the richest brat in all Acme Acres, though nobody quite knows how or why, 
and he’s still not satisfied. Still it’s always a fun gag trying to launder some of this 
undeserved wealth from the small fry guy and Hampton Pig has just hit upon another 
way to do it: Wacky Sports! 

Volunteering their services are Buster and Babs Bunny (no relation). Dizzy Devil 
and Plucky Duck. So it’s a four-player competition. However they’re all left looking 
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like stuffed toys without the grim determination and button-pressing prowess of one, 
two, three or four players. 

Come on! Help the Toons make Montana give his money to something more worth¬ 
while than himself. It looks like a lot have fun. What have you got to lose... ? 

ANDY 

Konami and the Tiny Toons are a match made in Heaven’s Acme consumer division. 
Just a glance at their previous collaborations proves this is so. To a large extent the 
same success is continued in Wacky Sports and the Toons are once again presented 
with all their colour and humour intact. Beyond that, though, there’s not much else. 
Furious button punishing with hilarious on-screen results is amusing for a while but 
it’s tough persuading three other people to join in the ‘fun’ once they’ve seen all the 
game can do. Wacky Sports works for the very young games player - like the three- 
to-seven age bracket. Anyone beyond that will find nothing worth parting with their 
precious earnings for. 

PAUL 

It’s very difficult to judge a game like Wacky Sports. There’s nothing really wrong 
with it but at the same time it seems so lacking. Every event is presented in style and 
the variation allows for Konami to demonstrate how skillful they are at creating 
spectacular effects on the Super NES, seemingly without effort. But it’s a waste. Part 
of the pleasure of mastering any game is being able to take basic techniques and 
expand them into something greater, with Wacky Sports there’s no such opportunity. 
Though human opponents are more worthy and entertaining than the computer 
there’s only so long before everyone gets bored. The Tiny Toons are the best charac¬ 
ters suited to presenting this type of game because of their vibrant personalities but 
sadly this isn’t enough to make Wacky Sports a must. Far from it. 

SCORE 

GRAPHICS 93% 

SOUND 93% 

PLAYABILITY 72% 

LASTABILITY 70% 

OVERALL 78% 


TMNT: TOURNAMENT FIGHTERS 

BY: KONAMI 
PRICE: £44.99 
CART SIZE: 12 MEG 
PLAYERS: 1-2 

Hello there, youngster. Er, Cowabungee! Hey, don’t you recognise me? It’s 
Donatello. Donatello Turtle. Surely my liver spots aren't that bad? Well, I guess you 
are a bit young, but me and my friends were reai big way back in the swinging 
Eighties. Maybe your parents remember us. The Heroes in a Half-Shell. Yep, it sure 
was a groovy time back then, all big collars and afros. I was at Woodstock, dropping 
pizza and playing alongside Spandau Ballet. Of course, I was mainly a crime-fighter 
in those days. It wasn’t as bad then as it is now. Just the odd alien brain or space 
samurai. In fact, me and the lads are making a comeback. See, it’s like this. We’re 
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pretty good at fighting, right, only we used to restrict ourselves to scrapping the bad 
guys. Pretty soon they ran out, see, and we got a bit bored so we started fighting 
amongst ourselves. We quickly realised what we’d been missing, so we set up the 
Turtles Tournament and started beating the hell out of anyone who entered. Finally 
we got down to the last ten, and that’s the contest you’re about to see. We’re fed up 
with saving cities and living down drains, so now we’re just going to beat everyone 


up. Good, eh? • • u t. , , u- 

Taking a big departure from their usual scrolling beat ‘em ups, this is the Turtles big 
debut into the world of the one-on-one fighting game. There are TEN characters to 
choose from, all four Turtles and six assorted ne’er do wells, each armed with their 
unique fighting style. 


Hi-threes all round! This really is the kind of game which reminds you why you 
bought a Super Nintendo in the first place. It’s just bnlliantI ^ere isn ^ jingle cat¬ 
egory where this game scores badly. The graphics are mmd-blowmg with fan astic 
backdrops and excellent sprite animation. Likewise with sound: funky play 
away ch^rfully whilst bone-crunching, fist-thumpmg sound effects punch the action 
right into your face. And boy, what action! This game plays just perfectly. All the 
moves are so easy to execute and the scope for killer combinations is vast. But just 
wait until you get to pull off the Super-Special Attacks. Wiping your opponent out 
with a tidal wave or in a flurry of fist missiles is just so satisfying. Konami really 
have exceeded themselves with Tournament Fighters. In my books it s easily as 
good as Street Fighter 2. Perhaps not quite as complex, but faster-paced and to more 
Ltion-packed. What’s more, with Street Fighter getting just a tad stale now, this 
game more than fills the gap. Fun, addictive and highly challenging, you ve got to 
get this! 


Amazing but true: Konami transform a recipe for disaster into an irresistible feast for 
the senses! Though the prospect of yet another combat title is unwelcome ^d it s 
another Turtles license, dedicated gamesplayers ought to restrain any harsh judge¬ 
ment In fact forget any preconceived ideas altogether! Tournament Fighters breaths 
fiery new life into the over-exposed foursome and the high quality gameplay is bet¬ 
tered only by Street Fighter II: Turbo. Tournament Fighters is a mutant masterpiece 
and is arguably more exhilarating than the forlorn Street Fighter II original! Only 
one problem scars the surface of what is otherwise perfection - the state of characters 
when dizzied. It seems no amount of effort can snap them out of it! With fighters 
rendered completely helpless this is mightily aggravating at times. Such a little 
bruise is easily ignored, however, as the rest of the game is so masterfully executed - 
it absolutely demands attention! State-of-the-art animation technique allows the 
fighters to display the most wince-inducing moves and witnessing each of their extra 
special moves is a Super NES spectacle hard to forget. This is one tournament you 
don’t want to lose! 


SCORES 

PRESENTATION: 92% 
GRAPHICS:94% 
SOUND:93% 
PLAYABILITY:94% 
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LASTABILITY:90% 

OVERALL:94% 


ULTIMA VI: THE FALSE PROPHET 

BY: FCI/PONY CANYON 
PRICE: £44.95 

CART SIZE: 8 MEG + BATTERY 

FLAYERS: 1 

Stranger! Come closer that we might whisper dark secrets into your earholes! 

Twas a dark and stormy night - stormy and dark ‘twas, aye! - that night when you 
walked through the mystical red moon gate - aye! red and mystical, ‘twas! - and 
were transported back to the mystical alternate-dimensional land of Britannia - aye! 
mystical and altemately-dimensional ‘twas! 

Britannia! That land where you have earned the reputation of Avatar, the king’s own 
hero whom he has called back in time of need to help him in his battle to defend 
Britannia from sinister armies of gargoyles who have recently risen up from their 
underground home world to claim the lands above. 

As you materialise in Lord British’s castle, you’re joined by your old comrades in 
arms, and it is these stout fellows who accompany you on your quest to save 
Britannia. 

Compared to other recent RPGs such as Eye of the Beholder Ultima doesn’t look too 
impressive, but beneath the fascia of duff character graphics and menus there’s a 
saucy lover of a role-playing game with heaps of intelligent plot and character devel¬ 
opment. The fun isn’t as instant as in titles like Zelda or Mana, but for anyone pre¬ 
pared to sit with a game night after night, making slow but sure progress through the 
quest Ultima is an excellent purchase. 

PRESENTATION 84 
GRAPHICS 59 
SOUND 66 
PLAYABIUTY 84 
LASTABILITY 89 
OVERALL 87 


UTOPIA 

PRICE: £44.95 
BY: JALECO 
CART SIZE: 8 MEG 
PLAYERS: 1 

Eventually the parking tickets, telephone bills and queues at the express checkout 
can get you down. The only answer, if you’re big enough to swallow it is to move 
out and start society anew. YOUR society, with YOUR own parking place. Go West 
(life is peaceful there). Go West (In the open air). Unfortunately, the west is full of 
theme parks, analysts and ‘caring’ circles. If you’re going to do it properly, it’s got 
to be a new planet. 

That’s what Utopia is. Building a new and perfect society, by constructing areas 
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which deal with all the essentials of life: food, air, light and big, big guns. Of course, 
there’s another civilisation to obliterate and a few bolshy colonists to deal with, but 
that’s no problem for the likes of you. 


GUS 

The brains behind Utopia probably thought it couldn’t fail: more interaction than 
Sim City; more depth than Mega-Lo-Mania. So why do I prefer these other two to 
this? Well it all comes down to the fact that this isn’t much fun. There’s so much 
constructing to be done, which takes ages, with no speed-up option. Then when 
you’re finally a huge power, the battle scenes are tiddly unrew^dmg, and leave you 
out of it. I built the flippin’ place, so I want to be cracking heads. Utopia is trying to 
be too much, making it more like a Sociology lesson than a video game. 


SCORES 

PRESENTATION 69% 

GRAPHICS 54% 

SOUND 42% 

PLAYABILITY 66% 

LASTABILITY 71% 

OVERALL 69% 

VIR'tUAL BART 

BY:ACCLAIM 
CART SIZE: 8 MEG 
PLAYERS: 1 

The iifepressible Bart is back and engaging in the usual tomfoolery, this time at the 
Springfield School Fete. Having tired of the mundane stalls he takes to a Virtual 
Reality machine for some fun. In typical fashion the machine overloads leaving Bart 
trapped in cyberspace. To escape the game-gone-crazy Bart has to conylete it. That 
means tackling six different games that test a diverse number of skills from Bart s 
tree-swinging ingenuity to his prehistoric instincts. The game includes a practice 
option allowing players the freedom to brush up on the events they’re not so hot at. 
Only those players with flexible talents stand a chance of getting the lemon tinted 
terror back to ‘reality’. 


Is this a joke? I mean, something this bad couldn’t be created accidentally and with¬ 
out knowledge could it? The animation? Well, I’ve seen better in Chinese shadow- 
puppet-theatres. The playability? To be honest, on some of the games I wasn’t sure it 
was me that was playing! Lastability? Probably about the same amount of time as it 
takes to get the cart out of the packaging. The only aspect of this game that so much 
as hints at its Super NES pedigree is the sound. No questions about this one. Avoid! 

SCORES 

PRESENTATION 68% 

GRAPHICS 52% 

SOUND 67% 

PLAYABILITY 55% 

LASTABILITY 50% 
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OVERALL 53% 


VORTEX 

BY: SONY 
PRICE: £59.99 
CART SIZE: 4 MEG 
PLAYERS: 1 

Space is a big place, you know. Communication, even by subspace, takes a long 
while. So when you received the message from Dr Trantor in the Deoboran System, 
saying he was under attack and had four hours of repulsor shield energy left, you 
knew that he was already dead. It had taken four point three hours for the message to 
reach you. 

The contents of the message were grave. The evil, twisted Aki-Do alien race had 
destroyed Trantor’s research station and taken his incredibly powerful AI Core 
experiment with them. In enemy hands, this energy system could spell the end of 
human civilisation as we know it. The aliens have split the core into five sections 
and, as we speak, they’re returning to the Aki-Do system with their prize. 

Pausing only to jump into your MB5 Morphing Battle System, you vow to destroy 
the aliens single-handedly and retrieve the AI Core. But to get to the Aki-Do system, 
you’re going to have to enter the Vortex... 

RICH 

All the Super FX games have been superb - and Vortex is no different. The first 
thing that struck me about the game was the sound - the music is superb, incredible 
even, if you stick it through Dolby Surround. The second thing to get your attention 
is the graphics. Vortex has some of the most complex 3D in any Super FX game - 
and it’s showed off to good effect in this game. I particularly liked the intelligent 
camera angles, which zoom in or pan out in order to give the best view of any 
oncoming enemies. The actual gameplay is top-notch stuff as well. Vortex is incredi¬ 
bly tough to master - even on EASY mode and offers many different challenges. The 
transforming vehicle is the icing on the cake - getting the best out of each battle 
mode takes some doing. This is easily one of the best Super NES blasters around. 
And yes, it is a lot better than Star Wing... although it isn’t quite as accessible. Buy, 
you fools! Buy! 

SCORES 

PRESENTATION 90% 

GRAPHICS 92% 

SOUND 92% 

PLAYABILITY 91% 

LASTABILITY 93% 

OVERALL 93% 

WILD GUNS 

BY: NATSUME 
PRICE: £49.99 
CART SIZE: 8 MEG 
PLAYERS: 1-2 
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In the Old West, insults dug deep. So much so that all it took was the simple criti¬ 
cism of a skewiff tie or a comment on careless shaving to set off gun-crazy feuds. 
The whole town would gather at high noon and look at each other with thin suspi¬ 
cious eyes. For hours there would be nothing but the wriggling of fingers by holsters, 
the occasional Mexican laugh, and the rising scent of sweat on brows. The dusty 
roads, by now flooded with tobacco spit, would heave forth an ominous silence...but 
hold on! The tie is straightened! The shaving kit is out! Phew... 

In Wild Guns there is no such reprieve. The heroes, Clint and Anne, are given the 
seemingly impossible task of turning the Wild West into the Mild West by eliimnat- 
ing every last outlaw, with the help of a gun or three of course. But before the mare 
is saddled and the spurs go a-chinking it ought to be pointed out that both the 
weapons and some of the enemies are not only from the future but positively alien. 
There’s robot cowboys, trains that launch missiles and sky vehicles that make 

swooping attacks on the desert plains. 

In either one or two-player the task is the same - simply shoot anything that moves, 
dodge bullets, use the lasso now and then, and make the most ajnmunition 
going. At the end of the day the question has to be - did he fire 10,768 or only 10, 
767? Well? Do you feel lucky? 


I suppose the beating heart of Wild Guns is the old Operation Wolf style coin-op. 
But there are a number of things that make it quite different. Firstly the characters 
are a lot more versatile. Their ability to roll, jump and punch makes them more 
effective in action and more exciting. The range of weapons likewise adds to the 
diversity. The most attractive quality though has to be good ole’ non-st^action and 
mayhem which keeps you on your toes with your finger on the trigger. The sheer 
number of enemies with bosses a-plenty also makes the gameplay quite tricky at 
times so it really hones reaction skills. It’s good to see that the backdrops take a 
bashing as well, something which satisfies those purely destructive instincts. Ok, so 
the concept isn’t particularly new and naming the cowboy Clint is certainly a cheap 
shot, but I’ll tell you punk, it made my day! 

SCORES 

PRESENTATION 82% 

GRAPHICS 88% 

SOUND 86% 

PLAYABILITY 87% 

LASTABILITY 80 % 

OVERALL 85% 


WOLFENSTEIN 

BY: IMAGINEER 
PRICE: £44.95 
CART SIZE: 8 MEG 
PLAYERS: 1 

Blazkowicz , known affectionately to those who respect him as BJ, is an okay guy so 
long as he is kept in good humour. Unfortunately, and somewhat tragically, a chap 
named Staatmeister is doing everything within his power to make BJ’s life miser- 
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able. A ruthless, fascist dictator (Patent Pending) Staatmeister is so proud of his few 
crimes against humanity he is now determined to subject the whole world to his 
atrocities. So, at our kindly government’s behest, Blazkowicz now probes 
Staatmeister’s assorted strongholds with the aim of bringing the fiend’s enforcers to 
order and eventually the mad man himself. 

As it turns out BJ is none too good at directions so it is the player who is responsible 
for leading him through his mission. Between BJ and Staatmeister stand the dicta¬ 
tor’s guards and their dogs. The ensuing battles are a bloody spectacle and not for 
the feint-hearted. Only those with guts and the savvy not to spill them need sign up 
for Wolfenstein! 

DIZZY 

The game is viewed from a first-person perspective and the levels are all mapped out 
entirely in Mode 7. Consequently everything the player sees through BJ’s eyes 
scales and rotates in such a fashion as to make those who suffer from travel-sickness 
wretch! Nonetheless the action is all very speedy and smooth, though BJ does seem 
to roll around on castors as opposed to stealthily stalking his prey! 

ANDY 

Wolfenstein proceeds with every level playing very much the same as the last and 
the enemy soldiers withstanding more shots before exploding in a shower of blood. 
It’s all so sick and pointless, requiring little skill or even thought. Most times battles 
are won depending on who’s toting the largest gun and there’s no impression of 
achievement gained at all. Wolfenstein is a novelty game for those with sadistic 
natures - something one might expect to find in the bargain bucket at Dixons and 
still avoid. The visuals are ungainly with fairly dire presentation all round .though the 
music is moody and befitting of games of a much better quality than this. All in all, 
though, this piece of software is grotesque. 

PAUL 

There’s a morbid appeal to this game but it’s one that doesn’t last beyond the first 
three levels. Once it is realised the game has nothing more on offer than mindless 
violence upon more mindless violence - the carnage becomes tiresome and intolera¬ 
ble. There’s just no fun gunning dogs to the ground and pumping blocky representa¬ 
tions of human beings full of Mode 7 lead when other, more entertaining blasters 
demand attention. Wolfenstein might fare better if it weren’t for the rather sickening 
subject matter - replace the guards with Cyborgs and dogs with droids then have 
them explode in a mess of wires and sparks by all means but not this. Even ignoring 
the poor taste the presentation is lacking too, making the Super NES suffer the wares 
of a second-rate 386 PC than a state-of-the-art games console. Wolfenstein just about 
manages an OK on the sick-o-meter but shoots off in all the wrong directions as far 
as I’m concerned. 

SCORES 

PRESENTATION 76% 

GRAPHICS 69% 

SOUND 74% 

PLAYABILITY 65% 

LASTABILITY 67% 

OVERALL 66% 
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WORLD CUP USA ‘94 

BY: US GOLD 
PRICE: £44.95 
CART SIZE: 12 MEG 
PLAYERS: 1-2 
REVIEW INTRO 

Gordon Banks, Nobby Stiles, Jack Charlton, Bobby Charlton, Geoff Hurst, Bobby 
Moore, Alan Ball, Martin Peters. Together with a few others I can’t remember, and 
under the managerial genius of Sir Alf Ramsey, these guys were the last England 
side to lift the World Cup - all the way back in 1966. But since we beat the Germans 
4-2 at good old Wem-ber-leeeeey, things have gone downhill fast. 

With the Charlton boys now eating Shredded Wheat by the dozen and conibmg four 
strands across a balding pate respectively, the chance of World Cup glory fell to a 
team worth in excess of £50 million. It sounded like it was pretty much in the bag, 
really. Oops. The Dutch cheated and beat us. We drew against Poland because we 
under-estimated them. But at least we beat San Marino, a plucky gai^ of fmit farm¬ 
ers As such, against all the odds, England aren’t in the 1994 World Cup. Unless, of 
course, you buy US Gold’s officially-licensed game and replaced Brazil with them, 
that is. Keep an eye on your software shops, people, I should imagine Graham 
Taylor’s off to buy one right now... 


I cannot believe this the same game as the awful Megadrive version. As far as I m 
concerned World Cup ‘94 on the Super NES is one of the best football games I have 
ever played - and that includes Sensi and Kick Off 2 on the Amiga. Everything about 
the game is superb, from the massive array of options to the tactics screens. By far 
the best aspect, though, if the footy action itself - it’s nothing short of smart. Passing, 
attacking and goal-keeping are so easy to do, it soon becomes second nature and this 
makes for a realistic and instinctive game. Graphically, it’s nothing more than ade¬ 
quate, but it’s a fast-paced game and this more than makes up for any aesthetic 
blandness. If I have one complaint it’s that the in-match tactics interrupt the flow of 
a game a little and, as such, I feel will be mostly ignored. However, this is just one 
small gripe about a game which is probably the best licensed product I have seen. 
Simply brilliant - don’t miss it. 


World Cup ‘94 is absolutely fantastic. Where all the other quality football titles have 
attempted to distinguish themselves by carving a particular niche, WC94 takes them 
all on by including absolutely every aspect of the game that any kind of player could 
wish for. There are tactic and set-up screens like you’ve never seen and they actually 
make a difference, and the game itself has all the speed and excitement with just the 
right amount of ball control to make for a fair, smooth-playing and, above all, realis¬ 
tic game. My only gripes are that there is a bit too much twiddling around before you 
can start the game and only two-players can partake of the fun. Otherwise I’d recom¬ 
mend this to any gamer, soccer fan or not, without hesitation. 

SCORES 

PRESENTATION 95% 


98 


GRAPHICS 75% 
SOUND 79% 
PLAYABILITY 95% 
LASTABILITY 92% 
OVERALL 93% 


YOUNG MERLIN 

BY: VIRGIN 
PRICE: £44.95 
CART SIZE: 16 MEG 
PLAYERS:! 

It’s not often that you take time to consider what it was famous mythological figures 
got up to when they were nippers, you know, before they got all starry and famous. 
Yeah, you’re right - who cares! Somebody at Virgin obviously does though, for this 
is exactly the premise of their latest RPG offering. Young Merlin. It tells the story of 
how the boy Merlin awakes one morning to hear a drowning maiden’s cries for help. 
Labouring under the false impression that he might be in with a chance of a snog, he 
sets off to rescue her. Foolish boy - he hasn’t even got his 25 metres certificate yet. 
When he awakes, still slightly damp, from his own near death experience he finds 
himself in a land under threat from the sinister Shadow King. Naturally, it falls to 
our pre-pubescent to valiantly, though some would say stupidly, take on the might of 
this evil sorceror and return the land to its rightful inhabitants. Just the sort of thing 
any self-respecting adolescent would do. I’m sure. So off he trots, under your guid¬ 
ance, battling against the Shadow King’s pesky minions, solving the numerous puz¬ 
zles, hell, he even indulges in a spot of mine-carting too. Developers Westwood 
Studios reckon that they developed Young Merlin for “the younger player” and have 
made it almost completely text-free, relying instead on graphic devices to tell the 
story. 

ANDY 

Grrr! Some parts of it had me biting chunks of masonry out of the walls in sheer 
frustration. TTie puzzles involved are not in themselves complex but tend to be rather 
disjointed - often, just when you think you’ve completed a task, you find you’ve got 
to leg it back all the way to a particular point to chuck a gem in a pond to collect 
another item then go all the way back again. Ordinarily this isn’t a bad thing, but 
with no text to tell the story and no map to refer to, it’s not always clear what it is 
you’re supposed to be doing and where to do it. The bulk of it though is pretty good 
and there are a lot of genuinely funny bits in it. I especially liked the little ‘meanies’ 
who roll over and fart at you, or bite your ankles when you’re not looking. All things 
considered I enjoyed this game. It doesn’t take itself too seriously and does try to 
include a few different play styles, although with varying degrees of success. If you 
can grit your teeth through the annoying bits give this a look, but Zelda still reigns 
supreme in my book. 

SCORES 

PRESENTATION 75% 

GRAPHICS 90% 

SOUND 88% 


99 


PLAYABILITY 86% 

LASTABILITY 89% 

OVERALL 87% 

ZOOL 

BY; GREMLIN 
PRICE: £39.99 
CART SIZE: 8 MEG 
PLAYERS: 1 

Every planet has its hero. The Daily Planet has Super Man and the Nth Dimension 
has Zool. Yes Zool is what the infamous Vulcan ambassador Spock might describe 
as life, but not as we know it. He is too, quite unfortunately, life as nobody here at 
NMS would ever wish to know; though this isn’t for want of trying. 

Players lead Zool through seven levels comprising of four stages each. Every level 
has a different theme but all require Zool to collect a specified number of objects; 
without them he is unable to exit the stage. Out to stop Zool are the usual quota of 
enemy sprites and larger guardians met at the close of every fourth stage. The theme 
of each level dictates both the appearance of the collectibles and enemies encoun¬ 
tered. For example stage two’s theme is musical instruments with music-related 
objects provided for points. Stage Two’s boss is a big, blue guitar. 

As a ninja Zool isn’t very stealthy, but as a destructive force he is OK. For the most 
part he relies on his ninja plasma gun to fell his enemy and shoot down walls but a 
spinning ninja-blade is equally effective. Some enemies, however, require stomping 
from above to finish them off. Zool moves about quite impressively also, somer¬ 
saulting and sliding to escape trouble; hanging from walls and spin-jumping around 
tricky obstacles to reach awkwardly placed platforms. 

Sadly Zool is worthy of no more than a few minutes attention. After completing the 
first level players find they have encountered everything the gameplay has to offer. 
Nothing changes from one stage to the next with even the boss characters requinng 
largely the same tactics to defeat. The situation is worsened by platforms whose 
safety is, at best, unpredictable - what a first appears like a perfectly reasonable place 
for Zool to tread is often revealed as a health hazzard! 

In a market place swamped by platform games, the least anyone can do is present 
something original. Zool doesn’t even do that. On the whole the game is laughably 
pathetic. The height of its poor taste is a banana with a spiked dog-collar. How 
ridiculous! 

There seems absolutely no point progressing through the game as nothing spectacu¬ 
lar ever occurs. Even the final boss is a wimp. Nothing at all about Zool can per¬ 
suade any self-respecting Super NES owner to part with their money. It s that bad. 
Zool was primarily invented to supply the home-computer market with a street cred, 
video-game hero. At the time of Zool’s debut, many Nintendo owners were either 
happily oblivious or simply glad to possess many superior platform titles already, 
without having to cling to such a hopelessly contrived character as Zool. It’s a pity 
no-one saw fit to consult us on the matter because, right now, everyone would feel 
much happier. 
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SCORES 

PRESENTATION 71% 
GRAPHICS 61% 
SOUND 58% 
PLAYABILITY 44% 
LASTABILITY 33% 
OVERALL 42% 


NES 


INDIANA JONES AND THE LAST CRUSADE 

BY: UBISOFT 
PRICE: £24.95 
CART SIZE: 4 MEG 
PLAYERS: 1 


Indiana Jones, son of Professor Henry Jones, is used to collecting hi^s father from 
downtown when the weather’s poor. This he considers well within his duties as a 
devoted son. However when Professor Henry Jones goes missing dunng a search for 
the Holy Grail (of all things), Indiana’s loyalties are put to an arduous test. 

Indiana Jones and the Last Crusade presents Indy with six stages of platfom action. 
In each stage he collects significant items to aid him; the Cross of Coronado, fw 
example, is hidden deep within a series of caves. This first level is made more inter¬ 
esting with the darkness of the caverns being constantly battled by Indy s retrieval of 
torches to light his way. ‘Assault on Brunwald Castle’, on the other hand, finds Indy 
locating four leaves from his father’s notebook. So, not only is the explorer faced 
with the task of scaling a Nazi patrolled fortification but is all the while eking out 
information regarding his father’s whereabouts. It is a nice idea - if only it had 


WUIKCU. , _ j , • J- 

In complete contrast to the film, ‘Indiana Jones and the Last Crusade is ve^ disap¬ 
pointing Not only are it’s failings immediately apparent but nothing every happens 
to make matters any better. There are ZX Spectrum games in existence which are 
infinitely more entertaining than this! Yes, these are harsh comments but there are 
few redeeming factors to compensate for the super-tragic nature of this game. Indy is 
animated well but looks terribly odd due to his being represented m just one colour - 
a sort of fluorescent pink! And if that isn’t distasteful enough all backgrounds are 
depicted in monotone too. 

It’s a wonder Indiana has any amount of success inside this adventure at all what 
with the very poor collision detection and the unpredictable success rate of his cum¬ 
bersome attacks. Whereas the Indiana Jones series boasts rousing soundtracks on 
film, the video game offering featured here is a painful experience, there’s only one 
theme tune running throughout and it is dreadfully reproduced. Players are guaran¬ 
teed more happiness leaving the hapless Prof in the dependable hands of his captors 
rather than subjecting him to the misdeeds of such a shameful representation of his 
son. 


SCORES 

PRESENTATION 34% 
GRAPHICS 53% 
SOUND 3«% 
PLAYABILITY 32% 
LASTABILITY 39% 
OVERALL 36% 


JIMMY CONNORS TENNIS 

PRICE: £24.99 
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BY:UBISOFT 
CART SIZE: 8 MEG 
PLAYERS: 1-2 

Jimmy Connors is a remarkable man in many ways. Did you know for instance that 
he holds the record for the longest uninterrupted stay at the number one spot in 
men’s’ tennis - 159 weeks! He also holds the men’s’ record for the most singles titles 
- he’s got 109 of the chuffers. Add to that the fact he’s won eight grandslam champi¬ 
onships and you’ve surely got the greatest tennis champion ever! 

Did you also know he’s one of the most annoying tennis players in history and was 
insulting Umpires when John McEnroe was still in knee-socks. He must also be one 
of the spawniest because, years after his professional career has taken a nose-dive, 
French developers Ubisoft have seen fit to revive it with this, his own tennis game 
for the noble NES. 

Jimmy Connors Tennis doesn’t think it’s an NES game - it certainly doesn’t play 
like one. The first thing that grabs your attention is the sheer speed, the players hare 
around the court at lightning speeds they’re really responsive too. Secondly is the 
range of shots available. Despite only having two buttons just about every type of 
shot is available and they’re a breeze to learn too. Lastly, this is quite a big game for 
a small cart. There are 16 tournament finals to compete in all across the globe on a 
variety of court surfaces and three skill levels with which to bless your opponents. 
But the best thing of all is the two-player option. This is where the real lastabilty lies 
because long after you’ve conquered the tournaments you’ll return to this Just to give 
your mate a sound thrashing - it’s that playable. This is the closest thing there is to 
the marvellous Super Tennis for the NES and definitely worthy of any sports fan’s 
immediate attention. 

SCORES 

PRESENTATION 81% 

GRAPHICS 85% 

SOUND 80% 

PLAYABILITY 92% 

LASTABILITY 90% 

OVERALL 91% 

THE JUNGLE BOOK 

BY: VIRGIN 
PRICE: £24.95 
CARTSIZE:4 MEG 
PLAYERS: 1 

Call me forgetfiill if you like but try as I might I can’t remember the bit in the Jungle 
Book where Mowgli runs around the trees wantonly killing the local wildlife. But 
that’s exactly what he does in this game so I must have been mistaken. Whatever, 
this needless slaughter is for profit as well as for fun because some of the animals - 
special animals, mark you - have swallowed magic shovels that Mowgli can use to 
access a secret bonus game that’s chock-full of extra goodies. But before any of this 
can happen Mowgli must seek out these spade-carrying animals and TERMINATE 
WITH EXTREME PREJUDICE! YOU MUST KILL ALL CUTE ANIMALS! 

For an NES game Jungle Book looks quite decent. The graphics, despite their retina- 
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scorching brightness, are well drawn and particularly nicely animated. However the 
gameplay was so frustrating that it had me pulling my teeth out. The problem is that 
Mowgli is slow - so-oo sl-oow. He ambles around the place with no sense of 
urgency, even when he’s supposed to be running and responds just a bit too slug¬ 
gishly for his own good. Then there are other problems like taking blind leaps that 
usually result in contact with some deadly foe or - ARRRGH - floating past or 
through platforms or vines. I also found having to go over the same ground again 
and again in search of the gems necessary to complete a level a bit of a chore, 
although that’s not really grounds for a groan. In it’s favour there are plenty of 
weapoL and power-ups to collect, the bosses are tough - although that s more often 
to do with Mowgli’s slowness, the levels are all sufficiently different to sustain inter- 
est and once you get used to the control - and you'll need patience - it s not actu^ly 
all that bad at all. Time to wheel out that pensioned-off cliche - try before you buy. 


Disney immortalised the character of Mowgli by making him one of the liveliest and 
endearing personalities in cinema history. He is now seen being largely immobilised 
by slow disease in a disappointing NES game. Recently it seems achievements in 
animation alone are given priority over refinements to a game s interactivity Md fun. 
This whole fashion is dreadful and a scam. Platform games are a tirei^nough con¬ 
cept as it is and simply making them look attractive doesn’t impress. Tliough 
Mowgli is skillfully represented by a large, detailed sprite that runs, climbs Md 
swings like the naked simian it ought to it he is still inhibited by tedious platform 
drudgery Jungle Book is as far remoyed from the fun, excitement and innovation 
associated with the Mario and Kirby games as the congo is from advanced civdisa- 
tion. Lovely graphics, great sound but slow and frustrating gameplay. Not a bare 
necessity at all. 


SCORES 

PRESENTATION 80% 
GRAPHICS 80% 
SOUND 68% 
PLAYABILITY 78% 
LASTABILITY 75% 
OVERALL 77% 


PAC-MAN 

BY: NAMCO 
PRICE: £29.99 
CART SIZE: 4 MEG 
PLAYERS: 1-2 

Just as the scene becomes over-crowded with one-on-one beat em ups, the king of 
the one-on-four eat ’em ups makes a come back. His name is Pac-Man - the most 
significant video-game hero of the 1980s, if not of all time! At long last UK 
Nintendo players can own a copy of this classic game whose hero has no arms or 
legs but can still eat many recent games for breakfast! 

The game play is simple: Eat or be eaten, with the only threat coming from the four 
ghosts to whom the maze belongs. Each time a maze is cleared Pac-Man attempts to 
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empty another of its booty. And so it goes on. 

Some view Pac-Man as a major classic, others prefer to leave the game in the 1980s 
and focus on more recent stuff. NMS is now challenged to decide which, if any, is 
the right opinion. 

PAUL 

Pac-Man is distinctive because of its simple, yet completely uninhibited approach to 
game play. The skills required are so very straight-forward and uncomplicated but, at 
the same time, demand fast reflexes and great mental stamina to perfect. It’s true 
most players can become disheartened after losing their last credit on the fourth, 
apple -bearing maze, especially with no option to continue. However the real deal 
only makes itself apparent after about the seventh or eighth Golden Bell - roughly 
ten mazes into the game. This is where the fun really starts! Suddenly the whole 
world disappears leaving just a crazed player, the NES and Pac-Man! Few games 
transport players to this hypnotic, man-vs-machine state: Street Fighter style games 
are complex and require a different kind of approach altogether, whilst shoot ‘em 
ups are generally way too contrived to class as truly instinctive. Pac-Man is the hard¬ 
est act to follow there is, which is probably why, after all these years, few come 
close to matching the excitement of this little yellow guy who’s cooler than a freezer 
full of lemon ice-pops! Pac-Man is Pac-Man - there are simply no comparisons! 

Long live Pac-Man! 

TOM 

Paul really is mad for liking this game. I mean, sure it’s a fun game and clocking a 
new high score is a highly addictive challenge, but you could play an almost identi¬ 
cal version of this game ten years ago for two quid on a 32K computer. It’s 1994 
now and the game costs thirty quid. Paul just isn’t taking that into consideration. Still 
if you think a game with one repeating maze is worth that kind of outlay then you’re 
probably too stupid to realise you’ve been had. 

SCORES 

PRESENTATION 43% 

GRAPHICS 33% 

SOUND 42% 

PLAYABILITY 63% 

LASTABILITY 59% 

OVERALL 69% 

TETRIS 2 

BY: NINTENDO 
PRICE: £34.95 
CART SIZE: 4 MEG 
PLAYERS: 1-2 

Who can explain the appeal of Tetris to me? Anyone? Gawd knows we can’t explain 
why we play it, still, for hour-upon-hour at a time, eyes red and watering from not 
blinking, hands trembling slightly and in the foulest temper if anyone else in the 
room so much as moves. Yes, it’s an odd game alright. After all, it’s only a load of 
chuffing squares after all. Well, it seems that some sadist at Nintendo has deemed it 
necessary to inflict more block-related torture on a wholly unsuspecting NES owning 
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public, hence this latest title. We give you Tetris 2. Thank you. 

Tetris 2 bears very little relation to its predecessor, the idea in this game is to make 
short lines of 3 or more blocks of the same colour either horizontally or vertically. 
Successful achievement of this makes the blocks vanish. It’s not quite as simple as it 
sounds, though. The ultimate goal is to reach the “Flash Blocks” and make them 
disappear. These blink away at the bottom of the screen, usually hiding under “Fixed 
Blocks”, that jam up the screen until they’re included in a line of three. Also unlike 
the prequel. Tetris 2 has a one-player versus computer option and, better still, a two- 
player game where the elimination of a flash block on your half results in the lower¬ 
ing of your opponent’s ceiling, and vice versa. 

Tetris 2 comes as something of a disappointment. We were looking forward to some 
all-new blockbusting action but what we have instead is a sort of Columns derivative 
- but with differently shaped blocks. That’s not such a bad thing - Columns was a 
great game on the Megadrive. It’s just that, after the brilliant Bombliss on the Super 
NFS, I was expecting something more, well, original. Maybe my expectations were 
too high. Anyway, the game itself plays smoothly, is quite challenging and is great 
in two-player. Altogether I found it enjoyable enough but found it lacking that spe¬ 
cial “ingredient X” that kept me hooked on the original. Have a look and see what 
you think. 

SCORES 

PRESENTATION 80% 

GRAPHICS 85% 

SOUND 83% 

PLAYABILITY 86% 

LASTABILITY 83% 

OVERALL 84% 
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GAME BOY 


ALIEN OLYMPICS 

BYiOCEAN 
CART SIZE: 1 MEG 

It’s strange how relative things are. We on planet Earth consider ourselves to have 
some admirable athletes, yet on Planet Thorag the shot putter and all-round personal¬ 
ity Geoff Capes was voted ‘Intergalactic Babe of the Year’. 

Proof indeed that aliens are infinitely better at sports than we feeble Earthlings. 
Thankfully then. Ocean have created a game as a tribute to the greatest athletes in 
the universe. Alien Olympics sees players taking control of admittedly ugly yet 
unquestionably impressive examples of cosmic athleticism. There are 15 events in 
which players can test their skills including the Laser Leap, Sabre Launch and the 
Big Bounce. Essentially this is a sports game in the same mould as ‘Track and 
Field’. The only changes are purely cosmetic. Rather than jump hurdles it’s laser 
beams, rather than humans participating it’s giant slugs and web-footed amphibians. 
Don’t worry about what you’re playing as either because their physical differences 
have no effect whatsoever on their abilities. 

This really is a paint job, but a good one. The alien motif seems to have been stuck 
on to give it a more diverse appeal. What it really comes down to is bashing buttons 
and estimating angles. Having said this, there are plenty of events to choose from 
and each of them has an entertaining appeal, especially if you’re playing in two- 
player mode. A classic? No, certainly not, but for those who feel they’re missing a 
game in the button-bashing tradition, this wouldn’t be a bad choice. 

SCORES 

PRESENTATION 82% 

GRAPHICS 76% 

SOUND 68% 

PLAYABILITY 77% 

LASTABILITY 80% 

OVERALL 78% 


BART AND THE BEANSTALK 

PRICE: £25.99 
BY: ACCLAIM 


After a string of distinctly average games across a multitude of formats Bart 
Simpson is back and this time he’s bought his leguminous vegetable pal. It’s a bit 
sad really, you see the succession of mediocre titles seems to have had an adverse 
effect on the poor lad. All his former mates have deserted him in favour of some new 
guys called Beavis and Butthead and no-one’s buying his crap records anymore. So, 
sad and neglected, Bart starts hanging out with the new kid on the block - Keith T 
Beanstalk. Now Bart and Keith hit it off instantly, Bart having a zero IQ and Keith 
being, well, a real Beanstalk. But one, dark, day the Ministry for Badly Contrived 


107 



than the actual storyline for the game which involves something about Homer swap¬ 
ping his Bowling Trophy for some magic beans. Anyway, the upshot of whatever 
storyline you choose to believe is that Bart, armed only with his trusty catapult, 
climbs a giant beanstalk in search of his verdant pal/dad’s bowling trophy and enters 
six levels of a magical kingdom where everything is ten times its normal size on his 
way to a showdown with a Homer-esque ogre who reigns in a suitably ominous cas¬ 
tle. It’s no simple matter to get to the castle though. Giant insects hinder his progress 
in early levels, whilst dodging arrows is the order of the day later on, and that s to 
say nothing of the problems he encounters when he finally meets the giant 
It’s about two years since the Simpsons ceased being fashionable, yet, with a steady 
frequency, we keep getting Simpsons games foisted upon us and the sad truth is that 
they’ve all been a bit disappointing, and, while this latest title mes to do something 
different with its large graphics, it follows in its predecessors footsteps Have a look 
if you’re a die-hard Simpsons fan but better platform action is plentiful. Try Speedy 
Gonzales, Kirby’s Dream Land or even Escape from Camp Deadly. 


SCORES 

PRESENTATION 88% 
GRAPHICS 85% 
SOUND 75% 
PLAYABILITY 77% 
LASTABILITY 75% 
OVERALL 76% 


BATMAN: THE ANIMATED SERIES 

BY: KONAMI 
PRICE: 24.99 

Platform characters no longer rely solely on their feet to gad about the place - thank 
goodness. Batman and Robin are further proof that high-speed leaps and bounds are 
not priority when overcoming tricky obstacles, when acrobatic technique fares just 
as well; if not better. Though Konami’s depiction of Batman is not entirely graceful 
he is surprisingly versatile, requiring skill on the player’s part to fully exploit his 
environment with the use of his Bat-rope. Robin too is very much the gymnastic star 
as he monkey-swings from ceilings and somersaults over floors. Villains look like 
shop dummies when pitted against such high-flying stars; though this doesn’t pre¬ 
vent them from causing the heroic duo some major hassle! Players know they re in 
for something special from the moment the cinematic attract sequence replaces the 
Konami logo screen. Expert presentation is, of course, one of this company’s most 
dependable traits but this area is outstandingly provided for throughout. In so far as 
platform games go. Batman has never been so well represented. 

SCORES 

PRESENTATION: 88 
GRAPHICS: 84 
SOUND: 80 

LASTABILITY: 80 

OVERALL: 84 
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BRAM STOKER’S DRACULA 

BY:SONY IMAGESOFT 
PRICE: £25.99 

After a string of unsuccessful attempts to gain credibility on other formats, Dracula’s 
back in this latest adaptation of Bram Stoker’s legend - but this time he’s really gone 
to ground. You see, he made quite a pile of cash after his recent movie success - 
enough, in fact, to warrant the attentions of local tax inspector, Keith Van Helsing. 
Trouble is, whenever Van Helsing calls for a little chat about his tax situation, old 
Vlad’s in bed. It seems never the twain shall meet and the local tax-office will never 
get that extra revenue. 

Now, no self-respecting, law-abiding gamer is going to let this kind of fiscal misde¬ 
meanour slip, so it’s up to you to take on the role of Van Helsing and go in search of 
the errant tax dodger who has, funnily enough, secreted himself well inside his plat¬ 
form-laden castle. You’d better get going, though, you don’t want to be around these 
parts after dark... 

If you hadn’t guessed by now, Dracula is indeed another platform game. The basic 
object being to locate Drac. However, the platform levels are filled with spiked pits, 
water-filled sumps and, most spookily, hideous ghoul servants of the dark lad him¬ 
self so the going is far from easy. Help is at hand, though, from the various power-up 
blocks that litter the levels. Slash them and their bounty is revealed - but be quick, as 
soon as they’re released they fly off the screen sharpish. 

Given the plethora of poor platform games around for the game Boy and especially 
bearing in mind the amount of bad press Dracula licences seem to have amassed on 
other formats it comes as a pleasant surprise to find that this game is actually pretty 
good. Sure, it’s another platform game, but the graphics are crisp, spooky and 
remarkably blur free, the gameplay is challenging and the music’s great - very 
atmospheric. It’s a very polished product and the only gripes I can think of is that it 
does slow down mid-jump sometimes and it doesn’t do anything spectacularly new 
for the genre. Nevertheless, this is certainly one of the better releases I’ve seen 
recently. Have a look. 

SCORES 

PRESENTATION 80% 

GRAPHICS 84% 

SOUND 87% 

PLAYABILITY 85% 

LASTABILITY 83% 

OVERALL 84% 


CHUCK ROCK 

BYiSONY IMAGESOFT 
PRICE:24.99 

Just when you thought the wave of prehistoric mania had finally been driven into 
extinction, who should hatch out but Chuck Rock, this time rearing his sweaty belly 
on the Game Boy. Coming with the same kind of features found on the entertaining 
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Super NES version, this is a platform game with a good dose of puzzle action too. 
While most of his kinsmen favoured the use of a club, Chuck rejected such mod cons 
in favour of a good honest belly-butt. But as Chuck struggles across the savage ter¬ 
rain he is forced to exercise his Neanderthal wits as well as his gut. In spite of what 
you might think, a myriad of uses can be made of rocks. Stand on them to reach 
higher platforms, throw them to kill enemies, bring spring boards into motion with 
them! 

Shrewd minds out there might be aware that the Game Boy version of Chuck Rock 
is likely to lack some of the refinement it finds on the Super NES. In fact, it tries 
hard to maintain the best elements of the game, retaining detailed backdrops, kick 
yourself puzzles and plenty of sprites. The puzzle elements provide a necessary 
change from the usual platform action encouraging the player to take a quizzical 
look at the state of play. Nevertheless this remains a distinctly so-so kind of game. 
The action is slow and the controls are sticky, and while this doesn t make 
Rock excessively frustrating, it does succeed in imbuing it with a sense of plod along 
boredom. Not awfiil, not great. Like the majority of its kind it lies predictably m 
between. 

SCORES 

PRESENTATION 62% 

GRAPHICS 72% 

SOUND 68% 

PLAYABILITY 67% 

LASTABILITY 60% 

OVERALL 66% 

DESERT STRIKE 

BY: OCEAN 
PRICE: £25.99 

Once upon a time there was a man called Saddam Hussein who used to pull races 
and call people horrid names. What a nasty man he was, readers - he wouldn’t let 
anyone play in his oilfields and tried to steal his neighbours oilfields too. How 
awful! Without oil the Americans wouldn’t be able to drive their big cars to go to the 
comer shop and buy pop and sweets for their children. So off the Americans went to 
teach this unpleasant chap a jolly big lesson. They dropped bombs on him and 
chased him around in big tanks and got the oilfields back - but they never did catch 
him. 

So what do you think they did? Go back and teach him another lesson? Ignore him 
and hope he got bored and went away? Nah! They developed Desert Strike: Return 
To The Gulf so they could stay up all night kicking his ass to their hearts’ content in 
their tooled up attack choppers- Yee haaw!! 

ANDY 

What an achievement. Desert Strike is an exact replica of the classic Super NES 
original. The graphics are small but still retain enough definition, the Super Game 
Boy border looks cool, even the sound is pretty good But most impressive is the fact 
that Ocean have managed to cram the whole game into a 2 meg cart. The best blaster 
for the Game Boy at the moment. 

SCORES 
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PRESENTATION 88% 
GRAPHICS 89% 
SOUND 82% 
PLAYABILITY 90% 
LASTABILITY 88% 
OVERALL 89% 


DONKEY KONG ^94 

BY: NINTENDO 
PRICE: £24.99 

That big old gorilla. Donkey Kong, has been biding his time since his arcade appear¬ 
ances all those years ago, and now he’s decided to get his revenge on his old adver¬ 
sary, Mario, by kidnapping his girlfriend Pauline all over again! 

This recreation of the original hostage drama is complete in almost every detail. 
When played on the Super Game Boy there’s even a representation of the original 
coin-op’s cabinet. Nothing is missing, but there’s plenty added: Nine completely 
new levels extend from the famous old building site and Mario is left chasing the 
irate primate through steamy jungles, icy wastes and across the wings of a mighty 
aircraft. 

Mario puzzles over an enormous array of the most fiendish problems ever devised by 
Nintendo, and is reunited with old friends as he steps out on a brand new platform - 
the Super Game Boy. 


PAULG 

To all intents and purposes. Donkey Kong ‘94 might as well be thought of as the 
next Mario game. It’s going to be big hit with Game Boy fans for certain. With the 
Super Game Boy you get colour graphics (of course), sound enhancements and a 
screen surround which is a copy of the original Donkey Kong coin-op screen decal 
too. Whichever format you’re dealing with, this is a wonderful piece of software. 
Once the game is on it is unlikely to get put aside until either the batteries fade or a 
power-cut causes your Super NES set up to fail. Magnify ‘irresistible’ by ten and 
you get some idea of how truly compelling Mario’s new adventure is. Not only is it a 
great experience taking Mario through the game once it’s just as much fun trying the 
whole thing over again with skills perfected from previous games. There’s definitely 
a lot of scope for showing off. And with the ‘Record’ facility ensuring all the best 
performances are recorded for all to see, striving for perfection is an absolute must. 

If Nintendo decide to package this with the Super Game Boy, their new unit is bound 
to be a big success! 

PAUL 

Under the cover of a long-forgotten coin-op’s namesake sneaks a sturdy new Mario 
adventure for the Game Boy, and it’s very, very clever indeed. Mario’s not relying 
on mushroom power or special-purpose crazy suits to aid him this time. Instead he’s 
a plumber turned acrobat with the flair of Jackie Chan whilst still retaining those 
humorous, clumsy traits we know so well. Early stages are confidently managed by 
most players but it isn’t wise to become too cocky too soon, even with a healthy sup¬ 
ply of extra lives in tow. There are some wicked puzzles to crack and it takes many 
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attempts before finally getting it right. Like all the great games Donkey Kong ’94 is 
relentless in its many challenges to the pride of games players who cannot face 
defeat. For every lucky break there’s a dozen torturous situations from which there 
seems no possible way out, then suddenly all becomes clear and the chase continues. 
‘That flippin’ gorilla!’ ‘That stupid Mario!’ ‘How am I supposed to get out of this!’ 
‘It’s impossible!’ Only it isn’t. It’s fun. Really fun - sort of like a whole cart dedicat¬ 
ed to the kind of problems presented in the Star Road of Super Mario World 
squeezed into a portable machine, made more spectacular through this cool new 
Super Game Boy hardware. And you thought The Lost Levels was tough... 

SCORES 

PRESENTATION 96% 

GRAPHICS 94% 

SOUND 93% 

PLAYABILITY 95% 

LASTABILITY 94% 

OVERALL 95% 


DR.FRANKEN 

BY: ELITE 
PRICE: £25.95 

After a particularly enthralling episode of ‘Wish You Were Here... , Dr. Franken 
decided it was time to book a holiday. There was a problem though, despite the 
allure of two weeks on sun drenched golden beaches, there was no way the Doc and 
his girlfriend could afford to go together. But before you can say “Judith Chalmers in 
the Bahamas” the zany medical man had come up with an idea. Why not chop up his 
dearest, wrap up her various bits and post her to their holiday destination. He d only 
have to pay for one ticket and a bit of needle and thread would sought his beloved 
out at the other end. 

What the esteemed Doctor never banked on though was the idiocy of the postal ser¬ 
vice and his girlfriend is currently enjoying a vacation in several places at once. So, 
getting into his globe-trotting shoes. Dr. Franken has got to explore the planet in 
search of an arm here, a leg there and who knows what else elsewhere! 

In hostile foreign streets our naive traveller is likely to receive a painful lesson in 
local culture. It’s fortunate then that the Doctor possesses a fair share of brawn as 
well as brains. There are various potions he can pick up and use in defence which, 
coupled with his natural talent for martial artistry, should be a little more useful than 
the average tour guide. There’s no time to peruse the sights though because the sand 
in the sandwich is the fact that on every level the clock is ticking. After this night¬ 
mare the reunited couple might feel the need for a holiday. Guffaw! 

ROB 

Oh dear! Welcome to frustration central. Here is a game that has a lot of good ele¬ 
ments, all of which are tarnished by the irritating gameplay. Basically, Dr. Franken 
dies much too easily, at least until you’ve become familiar with what to ex^ct. It’s 
very much a case of memorising what it was you did to succeed and repeating it 
exactly. Another hugely annoying factor is the reappearance of sprites you’ve ^ 
already disposed. Again it’s a case of memorising and running to a formula. It’s 


112 


quite a shame as well because while Dr. Franken never becomes a daring platform 
game it is graphically quite slick. Some of the sprite ideas are superb. British culture 
is aptly summed up by punks, old bag ladies and kids on space hoppers! There are 
lots of places to explore and their graphical variety is refreshing. Unfortunately the 
irritating style of ganieplay travels with you like unwanted baggage. Dr. Franken is 
tough but largely because of its faults which means any addictive quality it might 
have is distinctly muted. Not a disaster but disappointing nevertheless. 

SCORES 

PRESENTATION 65% 

GRAPHICS 86% 

SOUND 80% 

PLAYABILITY 64% 

LASTABILITY 68% 

OVERALL 66% 

THE FIDGETTS 

BYiELITE 
PRICE £24.99 

It’s an all too common tale these days. You know - small mouse-child on the way to 
a new life with his family in the big city gets flung from the back of a fruit wagon 
and is washed down a nearby storm drain, swiftly followed by his valiant twin broth¬ 
er who decides, rather stupidly, to go in rescue of him. It just makes you want to 
weep doesn’t it - the way these games programmers keep on coming up with these 
crap storylines upon which to hang their latest games. 

Alas, this tragic scenario is just what Elite have decided to base their latest Game 
Boy platform adventure on and it’s your task to help the unfortunate mammals 
escape their predicament by aiding their negotiation of several platform-filled levels. 
It’s not all as simple as that though, for Franky Fidgett is lanky and able to leap gap¬ 
ing chasms with ease whilst Freddy is fat and can’t make them unaided. However 
he’s a strong little bugger and is more than able to pick his rangy brother up and 
fling him skywards when the occasion arises. 

The Fidgetts plays rather like a hacked down version of Interplay’s Lost Vikings in 
that success depends on making the best use of each characters abilities at the appro¬ 
priate moments. This is by no means a bad thing meaning that a fair amount of brain 
power is required to negotiate the platform levels. The Fidgetts also has a fan- 
amount of variety with later levels, amongst other things, seeing our heroic pair bal¬ 
looning around the place. In fact the only thing that spoiled the Fidgetts for me was 
the punishing time pressure you are put under to complete the levels which more 
often than not results in having to restart the game several times before you finally 
suss it out. Other than that, and not being the most exciting game ever devised, the 
Fidgetts is a very competent game and one which should satisfy the puzzle/ platform 
brigade. 

SCORES 

PRESENTATION 70% 

GRAPHICS 82% 

SOUND 82% 

PLAYABILITY 80% 
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LASTABILITY 80% 

OVERALL 80% 

JELLY BOY 

BY: OCEAN 
PRICE £24.99 

Jelly. Eat it at parties. Puke it up three hours later. Make it into interesting rabbit 
moulds. Put chunks of cat food in it. Even chuck it in the bin - if you’re Paul. In 
short, do what the heck you want with it but never, never leave a vat of the stuff 
lying’around when there’s a lightning storm going on - unless you want to run the 
risk of it being struck thus miraculously converting the gelatinous contents into a 
wobbling living boy-like being with an attitude, that is! This, ladies and gentlemen, 
is Jelly Boy... 

ANDY , „ u u- u r 

This is not bad all things considered. Game Boy Jelly Boy has all the morphing abili¬ 
ties of his 16 bit big brother but, alas, fewer of the levels and less of the pace, often 
resulting in excruciating slowdown in places. Slowness aside, the challenge is still 
there, to the point of unfairness sometimes with some atrocious collision detection 
rearing its ugly head. The graphics, although basic, are large and pretty blur-free. It 
doesn’t quite stand up to the might of of the Marios and Warios and with the pass- ^ 
word system you shouldn’t have too much trouble finishing it sooner or later, but it s 
good fun all the same and definitely worth a look. 

SCORES 

PRESENTATION 74% 

GRAPHICS 80% 

SOUND 78% 

PLAYABILITY 81% 

LASTABILITY 75% 

OVERALL 77% 

JIMMY CONNORS TENNIS 

BY:UBISOFT 

PRICE:24.99 

Yet more unseasonal tennis-related skylarking, this time from our cross-channel 
cousins at Ubisoft. The name of their game is Jimmy Connors Tennis and is intended 
as a compliment to their other tennis titles featuring the aging star on the NES and 
Super NES. 

There’s really not much to say about this, all the usual stuff that haunts these kind of 
games is in evidence: A variety of courts, a whole world of opponents in the interna¬ 
tional tour mode. Single matches, practice rounds with one of those machine thingies 
and three (count ‘em) difficulty settings. There’s even a password system with which 
to document your piffling efforts at world tennis domination, and that’s to say noth¬ 
ing of the fab link up option so you and a loved one can indulge in a bit of two-play¬ 
er laffs. Like I said, everything. 

Now, comparisons with Top Ranking Tennis are inevitable and, as such, Connors 
Tennis fairs very well. It has the edge over Top Ranking in that the graphics are 
much larger and a damn sight clearer too meaning a relatively blur-free play. There 
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is one little niggle, though. The great graphics mean that the play is a little slower 
than its rival. However, this doesn’t really detract all that much from the gameplay 
and net play is still as furious as ever. All told a very polished and playable game. 
Definitely worth a look, even if it is still brass monkey weather outside. 

SCORES 

PRESENTATION 86% 

GRAPHICS 90% 

SOUND 83% 

PLAYABILITY 88% 

LASTABILITY 89% 

OVERALL 87% 

THE JUNGLE BOOK 

BY: VIRGIN 
PRICE: £24.99 

The primitive fun lover, Mowgli, finds himself subject to the laws of the jungle as he 
makes his way through six levels, doing away with enemies with the help of a 
banana or two. This is standard platform stuff involving action up trees, plenty of 
rope swinging, bonus levels and a variety of pick-ups. Mowgli’s mission is to find 
diamonds . Until he’s found all of them he can’t move off the level. To make things 
a little more frantic, Mowgli is also racing against the clock, 
here are some special pick-ups to look out for that Mowgli can get at when he dis¬ 
poses of the local wildlife. Should he come across a spade, he can have a go at a 
bonus stage, providing he collects all of the diamonds to complete the level. 
Boomerangs occasionally make themselves available as weapons, and it’s essential 
he gets his hand on some invincibility pick-ups when it comes to taking on a boss. 
The Game Boy version is actually more fun than its NES counterpart, being a little 
bit smoother and more forgiving. Sometimes the response is a bit slow but on the 
whole this is good fun to play. There aren’t any particularly adventurous ideas but 
there’s plenty of action to keep you busy and the race against the clock amplifies the 
excitement. The Jungle Book does suffer from the typical platform disease of being a 
bit samey and redundant once you’re familiar with the territory, but fortunately the 
inclusion of difficulty settings renews the sense of challenge. If you’re looking for a 
satisfying platform title. The Jungle Book is a pretty safe bet. 

SCORES 

PRESENTATION 80% 

GRAPHICS 86% 

SOUND 85% 

PLAYABILITY 85% 

LASTABILITY 82% 

OVERALL 84% 

LUCLE 

BY: VICTOKAI 
PRICE: £24.99 

People could probably care less knowing what Lucie, or indeed a Lucie really is. All 
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NMS are concerned about is whether or not this particular Lucie is a decent and 
challenging enough game. 

At least the aim is straight forward enough - one player guides an odd-looking futur¬ 
istic craft to a specified destination across the many surfaces of a strange planet. 

After being dropped into a given area the craft is challenged by obstacles varying 
from anything between slidey patches to transparent blocks requiring a few knocks 
to clear a pathway. It seems so blissfully simple, but it doesn’t stay this way for long, 
oh no... 

Sick bags please! Momentum, and the mastery of it, is the key to success in all ^eas. 
Once in motion the pods situated on each end of the craft’s axle secure the craft s 
position whilst momentum takes care of the rest. The trajectory of the craft is 
reversible too, making it easier, but no less skillful, to navigate through tricky ^eas. 
Lucie is interesting because it is unique. Marble Madness shares a simil^ aim but 
methods are entirely different, and more intricate, in Lucie. Only two criticisms ^e 
possible to swing Lucie’s way: the demoralising restart points and the mappropnate 
musical accompaniment. None the less a more therapeutic, taxing and rewarding 
game is found nowhere on the Game Boy. Aside form Tetris which remains unbeat¬ 
able. A large part of the appeal is owed to the calming movement of the craft and its 
use of inertia to propel it towards its goal. The first five levels, comprising of five 
stages each, are problematic but never unfair; offer a tempting challenge and succe^ 
in hooking the player for the rest of the game. Lucie is unspectacular, repetitive and 
weird. Yet it’s still a distinctive and oddly compelling title. 

SCORES 

PRESENTATION 74% 

GRAPHICS 72% 

SOUND 79% 

PLAYABILITY 81% 

LASTABILITY 80% 

OVERALL 79% 

MIGHTY MORPHIN’ POWER RANGERS 

BYiBANDAI 

PRICE:£27.99 

The Power Rangers are five teenagers whose expertise in martial arts, and lack of 
expertise in clothing themselves tastefully, has inspired them to fight evil where ever 
it slouches. With their amazing Dinozord morphin’ abilities, Zack, Kimberly, Billy, 
Trini and Jason are ready to take on Rita Repulsa. 

Players choose their Ranger and engage in some honest scrolling beat em’ up action 
that involves utilising all their martial arts skills. Look out for the end-of-level boss¬ 
es including Squatt, an enemy who’s half blueberry and half warthog! 

PAUL 

For such a versatile team, the Power Rangers’ first, and probably last, adventure on 
Game Boy is desperately limited. Unlike the Super NES game there are no cool mor¬ 
phing routines and the Rangers shuffle along like they’ve been affected by Rita 
Repulsa’s foul magic. The evil spell is broken somewhat during the Megazord bat¬ 
tles as these are pretty exciting and involved. Still this is a product Game Boy own¬ 
ing Power Ranger fans are gagging for and, as such, provides most of the necessary 
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thrills. 


SCORES 

PRESENTATION 76% 

GRAPHICS 72% 

SOUND 69% 

PLAYABILITY 73% 

LASTABILITY 74% 

OVERALL 73% 

MONSTER MAX 

BY: TITUS 
PRICE: £24.99 

Human beings think they’re the only species capable of having a good time. 
Typically presented as stoney-faced, humourless eggheads, the idea of 24-hour party 
aliens seems distinctly remote. Not so, however, as the wild rocker Monster Max 
could demonstrate with a few licks from his electric guitar. Unfortunately for Max 
though, an Earthman called Krond has taken control of the planet and has abolished 
the right to play music. The reasons for this are unclear. ‘Krond’ was probably the 
name of his crappy band back on Earth and he’s now out for revenge on the galaxy. 
Anyway, Monster Max is naturally unable to see the point in living without his 
‘axe’, so he dedicates himself to ridding his planet of the evil tyrant. 

Before Max can confront Krond he’s got to get footloose at the Mega Hero 
Academy. Here, he has to prove his worth by completing nine training levels that 
test his intelligence, agility and endurance to the limit. There are 630 rooms for Max 
to explore, presented in 3-D isometric graphics. There are computers to consult 
which offer rhyming riddles as clues and loads of pick-ups to make use of. 

ROB 

Games which try to combine genres often end up disastrously boring or else shoddi¬ 
ly put together. Fortunately Monster Max avoids both with some well thought out 
ideas and productively challenging gameplay. Its challenge is certainly one of its 
greatest assets. There are so many rooms to explore, pick-ups to use and puzzling sit¬ 
uations to rack your brains. But the secret to the attraction of this game lies in its 
good sense of balance between action and intelligence. One moment you might be 
laying mines to blow up a wall or taking on a foe with a sword, and the next you’ll 
be looking for a way from one room to the next by organising blocks or sifting 
through places you’ve been in search of useful items. The inclusion of the ‘Play Pen’ 
also proves effective in introducing you to some of the elements of the game and 
giving you an idea of what to expect from some of the more puzzling aspects of it. 
All in all, it is healthy to play a game where you know you’re getting your moneys 
worth. There is enough here to keep you bashing away for quite some time. 

PAUL 

Rare invariably produce excellent, innovative titles: RC Pro Am, Snake Rattle n Roll 
and NES Battletoads are examples of this. Monster Max continues this fine tradition. 
First of all the game is striking visually - it’s like nothing seen on the Game Boy 
before. Sure the NES has Equinox and the sequel. Solstice, looks great on the Super 
NES but as for the Game Boy, isometrically-viewed adventures are nonexistent. 
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Originality is recommendation enough but the foundations upon which this funky 3- 
D adventure is built are solid class. Once a player’s skills are adjusted to the unusual 
viewpoint the game fast becomes extremely addictive. Five minute tasters usually 
turn into hour-long diversions for anyone picking the game up for the first time and 
it’s a tough job getting the cart back off such people too! All in all this is a game 
worth seeking out. It is a nice balance of puzzle solving and manual dexterity with a 
fair bit of humour thrown in for good measure. Whatever the price, this is a monster 
of a bargain! Buy! 

SCORES 

PRESENTATION 88% 

GRAPHICS 90% 

SOUND 84% 

PLAYABILITY 90 % 

LASTABILITY 92% 

OVERALL 90% 

MORTAL KOMBAT 2 

BY ACCLAIM 
PRICE: £29.99 

Game Boy MKII is brilliant! The Fatalities are there, they’ve even found room to 
squeeze the Friendships and the Babalities in. Better still, the moves are easy to per¬ 
form with the ‘Boy’s 2 button controller. The sprites are large and surprisingly blur- 
free too, with reasonably close approximations of the backgrounds. However, being 
only a 2 meg cart something has had to go. In this case it is some of the characters 
Rayden and Johnny Cage are missing of the old characters as are Baraka and Rung 
Lao of the new, but when you consider just how much is in there, it’s a small price to 
pay really. Oh yeah and the blood - that too has been a bit of a casualty I’m afraid. 
Still who wants grainy monochromatic blood anyway? This is the best, and only, 
beat ‘em up worthy of your attention on the Game Boy. Excellent. 

SCORES 

PRESENTATION: 83% 

GRAPHICS: 89% 

SOUND: 85% 

PLAYABILITY: 90% 

LASTABILITY: 89% 

OVERALL: 89% 

MS PAC-MAN 

BY: NAMCO 
PRICE: £19.99 

Ms Pac-Man’s starring role on the Game Boy is far removed from that of her 
boyfriend’s: It’s tougher, more varied and requires fresh new tactics on the player’s 
behalf. One element, though, remains the same - Ms Pac-Man is a 100% fun per¬ 
sona! Also, just like her partner, Ms Pac-Man has a big appetite and helping her help 
herself is the general rule - Just mind those ghosts! 

Poor Ms Pac-Man. As her boyfriend enjoys a virtually arcade perfect version of his 
classic game, she struggles to hold her own in a monochrome and slightly careless 
interpretation of her own little party. Apart from not being able to differentiate between 
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ghosts she’s also left confused with her vision restricted by Namco’s decision to scroll 
the screen rather than present each maze as a whole. Consequently two key element’s 
to the game’s legendary appeal are handicapped quite severely before she even makes 
a move: Ms Pac-Man can’t predict a ghost’s pattern and is likely to choose a wrong 
route by complete accident! However what’s left is the increased challenge presented 
by game-play modifications to ‘Pac-Man’, incorporated over a decade ago by some 
programming genius at Namco. This is the only chance players are getting to enjoy the 
second-best game in the Pac-Man series, so we’d better take it. 

SCORES 

PRESENTATION 74% 

GRAPHICS 67% 

SOUND 69% 

PLAYABILITY 83% 

LASTABILITY 79% 

OVERALL 81% 

PROBOTECTORII 

BY: KONAMI 
PRICE:£24.99 

It was an age of political bankruptcy. Resources were few and far between, but it 
wasn’t until after the third ‘Great Soap Opera Famine’ of 2636 that the masses began 
to stir. Their demands were simple: get the ‘Democratic Soap Opera State’, previ¬ 
ously known as Australia, back on its feet and in production. 

While Earth bickered, a band of alien colonies saw their chance to invade and in a 
matter of a few days had complete control of the planet. Any potential rebellion was 
quickly quelled by the aliens, who had the sense to get re-runs of classic soaps on the 
airwaves again. Despite such strict repressive measures though, the Aliens didn’t 
consider a small band of scientists who had developed an immunity formula to the 
great Antipodean addiction. 

In their secret hide-out they’ve managed to create a super-warrior: the Probotector. 
It’s now down to this highly efficient war machine to blast alien kind back out into 
deep space using tonnes of state-of-the-art ammo to do the job. The added bonus is 
that if the Probotector gets the job done, it’s guaranteed a career playing ‘Jim back 
from the dead’ in Neighbours. Hurrah! 

ROB 

This is an almost perfect conversion of the Super NES classic. All of the weapons 
are here and the game is just as frantic and action packed. Admittedly, it’s not the 
most original game but the shifts in perspective to overhead view on certain levels 
provide some variation and besides, you’ll spend so much time concentrating on all 
that’s going on that originality seems a bit irrelevant. The addition of the option to 
play it on the Super Game Boy means that the action is enhanced still further. 
Another thing in Probotector’s favour is its level of difficulty, pushing reflexes and 
concentration to the limit, ensuring that the fun isn’t too short-lived. Any self- 
respecting blast em’ up fan would be a fool to miss it. 

SCORES 

PRESENTATION 86% 

GRAPHICS 87 % 
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SOUND 89% 

PLAYABILITY 85% 

LASTABILITY 83% 

OVERALL 86% 

PUYO PUYO 

BY: BANPRESTO 

PRICE: £24.99 

Hmmm. There are these peaceful blobby creatures who live in this beautiful forest, 
right, they’re called the Puyo Puyo, ok. Everybody else lives in horrid high-nse 
196o'’s-type architectural carbuncles, yeah? And, like, they all want to relocate to 
nice new forest-side apartments. Just one problem, the property develops need to 
clear vast tracts of wocxlland which means, like, destroying the ‘nadural habidat oi 
the lovable Puyo Puyo which is, hey, ecological suicide man! So look, man, it s up 
to you to defend our forest friends against the encroaching earth-aimihilation. Er, 
unfortunately this involves undergoing a series of puzzle games where the object 
appears to be piling groups of four or more innocent Puyo Puyo together in a hon- 
zontal or vertical manner which, ahem, seems to ah... well, destroy them anyway. 
Aw sod it! Okay lads start the bulldozers! 


Puyo F*uyo is a great game and no mistake. The puzzle action is a perfect blend of 
mindwarping skill, reflexes and just a little luck and requires much more foresight 
than Tetris to which it owes so much. Also it is a very close copy of the Super NES 
version, complete with all the challengers. Ah yes, a great game indeed. 
Unfortunately, if you haven’t got a Super Game Boy you’d better have the eyesight 
of a hawk, otherwise I can see no earthly reason to buy this - it is practically impos¬ 
sible to play on the normal Game Boy - how stupid! \^y Banpresto couldn t have 
made the Puyo’s more distinct is a criminal matter. Definitely buy it but only if you 
have a Super Game Boy. 

SCORES 

PRESENTATION: 84% 

GRAPHICS: 83% 

SOUND: 80% 

PLAYABILITY: 70% 

LASTABILITY: 85% 

OVERALL: 75% 

RACE DAYS 

BY: GAMETEK 
PRICE: £24.99 

Race Days is a two-in-one humdinger of a screech-a-thon with both ‘4-Wheel Drive’ 
(previously ‘Jeep Jamboree’) and ‘Dirty Racin’’ featuring on the same cart. Both 
motor-racing games are the work of the Gremlin programming team, whose ‘Top 
Gear’ for the Super NES is still amongst the best racers around. 

Viewed from the driver’s eyes, this two-player off-road simulation is fast and con¬ 
vincing. The road dips and turns in a frantic manner with dusty roads being difficult 
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to cling too and tight comers in other circuits require advanced driving skills to 
negotiate. A broken windscreen in the case of an accident adds further realism. 
Opposing jeeps are cunning and even appear to work together in blocking the play¬ 
er’s path. It’s like you’re there! 

Rather than realism. Dirty Racin’ goes all out for a fun style racer. Sadly it’s only for 
one player but this doesn’t detract from the long-term appeal as there are so many 
courses to bum up. For clarity Dirty Racin’ is better suited to the traditional Game 
Boy’s screen. Cars are boldly defined and courses are kept uncluttered so as not to 
confuse. With a more comic approach to the proceedings extras such as power-ups 
and a crazy nitro-boost make races much more interesting. There’s even a shop pro¬ 
vided where players upgrade their motors to perform stupendously well, taking cor¬ 
ners as if on rails. 

PAUL 

Both 4-Wheel Drive and Dirty Racin’ are worth the price of a Game Boy cart alone. 

It seems a crazy move on Gametek’s behalf to bundle them together Likewise it’s 
crazy for any console-racing fan to overtake such an attractive offer. This is a totally 
outstanding, A A approved race title! 

SCORES 

PRESENTATION 90% 

GRAPHICS 88% 

SOUND 79% 

PLAYABILITY 91% 

LASTABILITY 83% 

OVERALL 90% 

SAMURAI SHODOWN 

BYiTAKARA 
PRICE: £29.99 

Samurai Shodown is a one-on-one fighting game involving twelve competitors. This 
collection of Samurai, Ninjas and Knights have one thing in common - they are all 
masters with the blade. Each of them possess special moves or ‘Methods of 
Mayhem’ that prove devastating to an unprepared opponent. 

ROB 

It isn’t always easy taking a game like Samurai Shodown which can test the Super 
NES to the limits and making it suitable for the Game Boy. A lot of sacrifices have 
naturally been made but the Game Boy version has retained the ‘essence’ so to speak 
by retaining the special moves, all twelve characters and a brilliant two-player mode. 
Visually it’s a bit drab at times but I think that there’s much fun to be had here pro¬ 
viding you accept the limitations. 

cprjppc 

PRESENTATION 82% 

GRAPHICS 80% 

SOUND 78% 

PLAYABILITY 83% 

LASTABILITY 78% 
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OVERALL 80% 

THE SMURFS 

BY; INFOGRAMES 
PRICE: £25.99 

Les Schtroumpfs, or The Smurfs as they are known to the English Speaking world, 
are tiny blue beings who spend their days being busy about something. Currently 
they’ve been busy trying to escape Gargamel’s castle whose owner has something 
terrible planned for them. Soon. Oh smurf! 

iThere’s only one Smurf eligible to rescue his trapped compadres and that is Hefty 
Smurf. Though nothing special to look at - accepting the fact he’s three inches small 
and blue - his adaptability allows him to face most situations undaunted. It just 
depends on the player to help him through. To combat his enemy Hefty Smurf takes 
a sasprella leaf out of Mario’s book and bounces on their heads. 


Whilst it doesn’t exactly push back the boundaries of Game Boy technology, The 
Smurfs is neatly presented and adventurous. As with the Super NES version, players 
aren’t let off lightly for even the slightest mistakes, something which makes you 
want to chuck the Game Boy across the room in frustration. Vines that are too slip¬ 
pery and birds that are loath to giving Hefty a lift are annoyances that seem more 
trouble than they’re worth. Yet it’s quite impossible to resist attempting those prob¬ 
lems again. That it features the Smurfs is irrelevant, this is a cool little game anyway. 

SCORES 
GRAPHICS 81% 

SOUND 83% 

PLAYABILITY 80% 

LASTABILITY 76% 

OVERALL 79% 

TETRIS 2 

BYiNINTENDO 

PRICE:24.99 

January 1994: squares, blocks and all other things rectilinear have decided to say “no 
more!!”. No longer will they be boxed in, no more are they prepared to tolerate the 
likes of Bobby Davro or Willie Rushton sitting in them making ‘witty’ remarks on 
third-rate gameshows and they’re especially chuffed off being arranged into rows in 
twiddly Russian puzzle games for our enjoyment and the thought of a sequel is more 
than most of them can bear - they are demanding their liberty and the right to wear 
curves in public. Even as we speak, they are planning their first wave of attack and 
are banding into small-but-tight units of four and attempting to break out from Game 
Boys everywhere. Only you can prevent this block uprising - will you accept the 
challenge of Tetris 2? 

The object in this game is to prevent the blocks filling your screen and busting out. 
Obviously this cannot be allowed to happen. The easiest way to eliminate unwanted 
blocks is by arranging them into rows or columns of three or more of the same shade 
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whereby the line disappears. Better still, though, is to incorporate the flashing blocks 
into one of these lines -destroying all these flashing blocks advances one of the thirty 
levels. There’s a mind-bending puzzle mode too where object is to destroy the block 
formation in the least number of blocks. Players are limited to 100 blocks with 
which to perform this task - which is a bit generous if you ask me. 

Tetris 2 is, as the box blurb claims, a tougher challenge than the original however it 
is by no means a more enjoyable one, and while the task in hand does get tricky 
rather quickly the actual aim lacks the addictive appeal that marked its predecessor. 
Once you’ve cracked all the levels there’s no reason to go back for more - no ‘record 
number of lines’ to go for or Tetrises to get. Nevertheless, it’s not a bad game and 
puzzle fans will probably like it, but it just isn’t Tetris for me. 

SCORES 

PRESENTATION 70% 

GRAPHICS 75% 

SOUND 70% 

PLAYABILITY 78% 

LASTABILITY 65% 

OVERALL 70% 

TINY TOON ADVENTURES 2. MONTANA’S MOVIE 
MADNESS 

BYiKONAMI 

PRICE:25.99 


I don’t know about you, but I reckon that Montana Max gets a bit of a bum deal in 
these Tiny Toons cartoons. I mean, in this latest instalment he’s only gone and built 
the citizens of Acme Acres a high-tech, full-spec, multi-screen cinema complex. So 
what if he’s only showing films with him as the hero and Buster Bunny as the bad 
guy! The ungrateful locals are having none of this and dispatch Buster to find the 
errant movie mogul and deliver unto him the spanking he so richly deserves. 
However, having gotten wind of this potential hiding. Max has hidden himself in one 
of his movies. But which one? Buster doesn’t know, so off he trots across four 
movie scenarios: Western, Samurai, Sci-Fi, Monster and, lastly, a special ‘Grand 
Finale’ stage. Will he ever find Max and restore his good standing in the communi¬ 
ty? That’s up to you. 

It seems to me that Konami can’t put a foot wrong with their Tiny Toons games, and 
this latest instalment carries on this fine tradition. Everything about this title exudes 
the sort of quality rarely seen on the Game Boy these days, and certainly befitting of 
a larger format. The graphics are large and the animation on all sprites is great - full 
of character and humour and not unlike their Super NES counterparts. The tunes are 
about as good as you’ll get too with different versions of the Toons’ theme to suit the 
movie-based action. But it’s the gameplay that makes it. The game is easy enough to 
start with but things get a lot more challenging from level two and requite the maxi- 
“mount of sLIr guidance on your part. As it “Twith wlitfcT 

some fab between-level games too - how about shooting a few hoops with Plucky 
or a Tug-Of-War against Arnold the pit bull? There s bonuses 'n 
applicants. All in all, Tiny Toons 2 is one of the most well-rounded and MWable 
platformers around. Definitely give this a look - even if you can t abide the 1 iny 
Toons’ sickeningly cute antics. Another sure-fire winner from Konami. 
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SCORES 

PRESENTATION 92% 

GRAPHICS 91% 

SOUND 90% 

PLAYABILITY 90% 

LASTABILITY 85% 

OVERALL 90% 

TURTLES III: RADICAL RESCUE 

BY:KONAMI 
PRICE: £25.99 

Those crazy Turtles, completely knackered out from a hard day’s tournament fight¬ 
ing are relaxing in front of the telly, waiting for Mike to return with the pizzas, when 
April comes on, hot from the scene of a breakout at the same prison in which 
Shredder is being held. Their attention focuses when, in the middle of her report, 
she’s suddenly kidnapped by a mystery escapee, then the transmission ends. Spurred 
into action, the Turtles head off to the scene. Sometime later Mike returns to an 
empty house, he’s just about to tuck into the pizzas when a voice breaks the static of 
the TV screen. Mike’s colleagues have failed in their rescue bid and are being held 
captive in a disused mine on the edge of town it claims. And so begins another effort 
to revive the Turtles’ flagging popularity in this, their third outing on the Game Boy 
courtesy of Konami. 

The game takes the form of a rather basic platform adventure in which Mike, under 
your watchful guidance, has to rescue his pals one by one, before going in search of 
April and finally meeting up with the mystery kidnapper. Hnun. I wonder who that 
could be?. 

The player only has the choice of Mike at first, but rescue one or more of his cap¬ 
tured compadres and the Turtular choice increases. The route to his chums is fraught 
with danger - as you might expect - with robo-droids and Shadowguards, but he does 
not go in unarmed, he has the use of his weapon, a mid-air kick and, when descend¬ 
ing ladders, the ability to fling a few shurikens 

Sadly, this great choice of ‘tools’ does not prevent this from being a thick slice of the 
same old same old, with little variety and practically zero originality - just jump, 
slash, throw, die and switch off in disdain stuff - and just when the Turtles were 
starting to regain a little cred too. It’s not that the gameplay is poor, it’s just all rather 
dull and fails to live up to the quality of the very first Turtles title. For serious fans of 
the quartet only - if there are any. 

SCORES 

PRESENTATION 70% 

GRAPHICS 70% 

SOUND 77% 

PLAYABILITY 72% 

LASTABILITY 65% 

OVERALL 66% 

TWIN BEE 

BY: KONAMI 


124 


PRICE: £25.99 


The stars of the most colourful shoot ’em up ever created are now painting the Game 
Boy several shades of green inside their exciting new adventure! Twinbee and 
Winbee - infamous stars of the Pop ‘n’ Twinbee series - are stepping out in style to 
battle the forces of the evil Dr Mapdock once more. By means of the Game Boy’s 
game-link cable, two players are asked to lead Twinbee and Winbee through five 
stages of a bizarre, vertically-scrolling shoot-out against Mapdock’s top guns. 

It’s the usual thing - homes invaded by cheeky robots, Mech units trampling flowers 
and complaints of noise pollution created by oversized Bumble Bees. And, as usual, 
only Twinbee and Winbee can save the situation. 

Just like Super NES Pop ‘n’ Twinbee, the Game boy cart finds the ’bees chasing 
clouds for assistance. Lxxlged inside are magical bells that change shade when ham¬ 
mered repeatedly with cannon fire. By collecting them, the ’bees discover power-ups 
beyond their wildest imaginings! 

PAUL 

There’s no doubt about it. Game Boy Pop ‘n’ Twinbee is every bit as impressive as 
expected. Even on the tiny green screen, the characters are no less colourful than 
their Super NES partners in that the gameplay is as fresh and exciting as ever. 
Initially it seems the game packs quite a challenge too - until the dreaded spanner in 
the intricate works is discovered: The presence of an icon allowing clumsy pilots to 
immediately regain every power-up after losing a ship is the culprit. Without this the 
game’s credibility would remain intact. With it even the least accomplished of play¬ 
ers are assured a speedy victory over Mapdock and his laughably feeble, dread 
Cyber Poppo. A potential Game Boy classic, with devastating features, including 
two-player action, shoots itself in the foot. 


ANDY 

It’s incredible how much is packed into this Game Boy version of Twinbee! More, 
in some instances, than found in the Super NES version. Though the levels are short¬ 
er and fewer they are no less spectacular. Additional features such as the ambulance 
and the way certain scenery affects the movement of the heroes are both innovative 
and fun to behold. It’s a shame the game is so easily beaten and few players, given 
the choice, will be able to ignore the floating icon that gives players alHheir power- 
ups back. This is a real shame because, without this, the challenge is quite tough. My 
best advice would be to buy the game and sit on your hands when you die and the 
icon appears. A flawed classic. \ 

SCORES 

PRESENTATION 76% 

GRAPfflCS 92% 

SOUND 87% 

PLAYABILITY 86% 

LASTABILITY 30% ^ 

OVERALL 70% 


WARIOLAND 
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BY: NINTENDO 
PRICE: £25.99 

Worse things happen at sea. Or so the saying goes, and it probably has something to 
do with a character named Wario. At one time in the history of the world pirated 
were just about the most unsavoury characters sailors wouldn’t want to meet. Yet 
Wario, most recent arch-enemy of Mario, is so menacing he can even wipe the smile 
off a Jolly Roger! 

After being ousted from his unlawful position in Mario’s mansion last year, Wario is 
determined to establish himself as the president of Mario L^d. However without the 
impact of Mario’s enviable property he is finding it increasingly difficult to make 
any kind of impact whatsoever - a small shack by the beach isn’t enough to convince 
anybody of his influential powers, let alone indicate the guy has anything to offer his 

prospective supporters! u u- u 

In desperation Wario salvages the biggest bath tub he can find and takes to the high 
seas in search of a treasure island; with fortunes beyond his wildest imaginings 
(about forty quid) being but a few thousand paddle strokes away. 

Now far be it from us to advise the assistance of Wario in his greedy endeavours; 
especially in view of the consequences should he prove successful. However this is 
exactly what Nintendo are asking of players with Mario Land III, ominously entitled 
Wario Land. Guide Wario in his exploration of a desert island packed with mystery. 
Aid him as he battles against the pirates of the SS Teapot and struggles to steal trea¬ 
sure from beneath the noses of irate, island natives! 


Nobody is about to argue with Wario as he attempts to make a big noise about him¬ 
self; especially since his debut adventure overshadows everything Mario has ever 
achieved on the Game Boy I Mano Lands I and II are quality titles, but Wano Land 
is just so much better! Wario is met by more exciting, fun-filled challenges and pre¬ 
sented with a wider range of puzzles to fathom out. In every situation the rewards for 
success are far more deserved and, as a result, are also greater appreciated than in the 
Mario adventures. For such a large character Wario is surprisingly dextrous too. He 
looks cumbersome but the powers of his head-dress collection provide the opportu¬ 
nity for a great deal of skillful exploration. Wario Land is still no match for Super 
Mario World on the Super NES; this, it seems, is a luxury Game Boy owners are 
never to have. However what this game does offer in large amounts is fun gameplay. 
The big bloke is always kept busy with something - be it trying to figure a way to 
attain a certain level or simply aiming bombs at hapless islanders in one of the two 
entertaining sub-games. Certainly praise for Wario Land goes beyond those expected 
of it. Yes it’s another platform game stretching the Mario Land theme yet further, 
but Wario Land’s steadfast quality is undeniable. 

SCORES 

PRESENTATION 91% 

GRAPHICS 92% 

SOUND 89% 

PLAYABILITY 93% 

LASTABILITY 84% 

OVERALL91% 
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W ORLD CUP STRIKER 

BYiELITE 
PRICE: £29.99 

With the enhanced World Cup Striker, set to attack the wallets of Super NES own¬ 
ers, Elite have taken a risk and tried to convert the 3D engine over to the Game Boy. 
The result, however, is an uneven soccer game which shows occasional signs of bril- 
Jiance, but was never really suited for the little handheld. 

Sporting all the icons and options of the new 16 bit game, including weather condi¬ 
tions, tactical formations, and practice modes. Game Boy World Cup Striker starts 
off well enough. However, the meat of the game - the actual soccer section - is rather 
flawed. Because of the way a Game Boy’s screen is made up, games which play at a 
fast rate often become blurred messes. As such, WCS has its hands tied from the 
start. The players move well enough, and are surprisingly well animated by Game 
Boy standards, but they also tend to merge into each other and bits go missing when 
too much is happening on screen. 

In terms of playability, it’s similar to the original Super NES game. WCS uses the 
‘glue ball’ technique where the ball instantly adheres to the nearest player’s foot, and 
needs a forcible tackle to remove it. This results in rather repetitive game where long 
passes aren’t really necessary, and it’s just as easy to leg it upfield with it and have a 
crack. Don’t get me wrong, WCS is quite simply the best Game Boy kickaround to 
date, but when you consider its competition is limited to Goal and Kick off, that’s 
not saying a great deal. Perhaps next time, eh? 

SCORES 

PRESENTATION: 84% 

GRAPHICS: 76% 

SOUND: 23% 

PLAYABILITY: 75% 

LASTABILITY: 68% 

OVERALL: 73% 

YOGI BEAR 

BY:EMPIRE 
PRICE: £24.99 

Sporting a feathered pork pie hat, a collar and tie exclusively, and a genius driven by 
the stomach. Yogi Bear is one of Hanna and Barbera’s most enduring characters. In 
this adventure Yogi travels through forests, among the clouds, across plains and over 
water. And the sole endeavour of this escapade? Picnic baskets of course! 
Irresponsible humans have left them littered everywhere and Yogi plans to take full 
advantage of the fact. Naturally there are plenty of irritants standing between him 
and his grub, but a bear stomp normally dispatches them. 

There are plenty of secret places to hunt down where extra baskets are up for grabs, 
and plenty of pick-ups to keep Yogi refreshed. Watch out though because Ranger 
Smith is, as ever, on the trail of the rebellious bear. 

There are some nice touches in Yogi Bear, like when Yogi drinks a mysterious 
potion and starts to float like a balloon. Yogi doesn’t have access to any weapons 
and isn’t very good with his arms. When it comes to tackling enemies then, it’s back 
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to the reliable ole’ stomp technique with Yogi jumping on do-badders. Sometiiii 
though this only succeeds in stopping them in their tracks so beware. 

I should really be condemning this for a lack of originality. It is a very run-of-the- 
mill platform game, and the gameplay couldn’t be simpler. However, dated as it is, it 
is fun to play. It’s very easy to get into and, apart from some eyebrow-raising colli¬ 
sion detection, it is also fairly fault free gameplay. There are loads of platforms to 
explore and some neat changes of pace and style. This isn’t going to win any awards 
but all the same, I liked it. 

SCORES 

PRESENTATION 75% 

GRAPHICS 75% 

SOUND 67% 

PLAYABILITY 84% 

LASTABILITY 78% 

OVERALL 80% 
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